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Discovery consists of seeing 
what everybody has seen 




The Future is in Your Hands 

Lead an empire from primitive beginnings into 
the stunning sci-fi future of 3000 AD. Every decision 
you make has repercussions on your future world. 
Will you rule a grim, industrial jungle or a utopian 
society? 


Not All Wars are Fought on the Battlefield 

Add to your lethal military might with unconventional 
types of warfare, such as biological terrorism or 
religious conversion. A variety of units, buildings, 
governments, wonders, and research options are at 
your disposal. 


Discover Who Among Your Friends Will Rule 

Go head-to-head in multiplayer world-building. 

But remember - in war, even friends can become 
enemies. A nanovirus you release in one opponent’s 
city may spread to others, leading you into a war 
with an unintended party. 
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EDITORIAL 


Summer is but a distant memory and Christmas is once again 
hurtling towards us, bringing with it a flood of new titles... 



an exclusive UPC demo for this title 
on this month's packed CD. If 
mowing down innocent pedestrians 
doesn’t satisfy your gaming 
desires, though, then hopefully at 
least one of the other 18 demos we 
have packed on to the CD should. 
And that's not including the 
exclusive demos that you will find 
on our Psygnosis CD! O.D.T, 

Newman Haas Racing and Sentinel 
Returns are just a few of the 
games that you will find on this 
free second CD. 


GAME OF THE MOMTH 


Simon Says 

It took me all of - what, two seconds? - to decide on my 
game of the month - Half-Life! Previewable code for this 
highly anticipated first-person shoot-‘em-up finally arrived 
in the office and. boy, was 1 impressed. Amazing AI. stunning 
visuals, a dramatic story line - what more could you ask 
for in an action game? I’m just hoping that a reviewable 
version arrives soon, otherwise I'll probably go mad! And 
who said that computer games were rotting our brains? 


Miles Best 

Heretic II and Grand Prix Legends have accounted for a good 
portion of my time over the last few weeks, but as far as 
my Game of the Month goes, it's gotta be Sensible Soccer 
ECE for recapturing that magic which made Sens/ of old so 
special. As if that isn’t recommendation enough, just check 
out our exclusive UPC vs Manchester Utd demo on this 
month’s cover disc. 


Chris' Fave 

My favourite game this month is most definitely 
Carmageddon 2. with its manic death and destruction. My 
one regret is that I haven’t played it as much as I’d like (in 
other words. 24 hours a day). This game is without doubt 
one of the most bloodthirsty and black-humoured games 
I’ve ever seen, and it’s right up my street! Buy it. if only 
because you know your mother wouldn’t like it. 


Dave's Game of the Month 

After my trip up to Lionhead to see the revered veteran Peter 
Molyneux and pals at their new offices, out of respect I had to 
mention his new game as my fave of the the month. It’s not just 
a hollow gesture either. This follow-up to his previous greats. 
Dungeon Keeper and Theme Park, will be the best game he and 
the rest of his developing team have created. Its advanced 
artificial intelligence makes it a big hope for next year. 


I ith Christmas 
now fast 
I approaching 
(the lights and 
decorations are probably 
up in your high street 
already), software 
publishers are 
' feverishly working to 
' get their titles out for 
fthe all-important 
H'estive season. Every year, 

' without fail, there’s a deluge 
lof new titles in the run up to 
'Christmas as everybody tries to 
cash-in on the festive cheer. 

This issue we stand as testament 
to this torrent of new releases, 
with over 20 reviews crammed into 
the magazine. 

This month’s lead review is a 
world exclusive expose on Raven 
Software’s brilliant Heretic II. 
Utilising an enhanced Quake II 
engine to superb effect, this third- 
person perspective action game 
looks destined to claim a top spot 
in our annual awards next 
month. Other reviews featured 
! inside this month’s magazine 
^ include Sensible Soccer European 
^ Championship Edition, Grand Prix 
Legends, V2000 and FA Premier 
League Manager. We also have a 
thorough appraisal of the sequel 
to SCI’s controversial 

Carmageddon. You’ll also find 
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□EXPLOSIVEI 



Explosive ‘99 

As the new year approaches, we take a look at 
fifty of 1999's most promising titles. We reveal 
the games that could well receive our coveted 
Explosive accolade when they are released 
sometime next year. 

Over 32 packed pages, we reveal all there is 
to know about exciting titles such as Final 
Fantasy VIII Biscworld, Noir, Indiana Jones and 
the Infernal Machine, Galleon and Requiem. If you 
want to know what’s going to be hot and what’s 
not next year, then this is an essential read. 



Top Gun 

With the Internet explosion, 3D 
shoot-'em-ups have emerged as one 
of the most popular genres of 
games. This month we reveal 
ULTIMATE PC's top five all-time great 
first-person perspective shooters. 
Who comes out on top? Now that 
would be telling! 

We also unearth five of the most 
promising 30 shooters in the offing, 
including Duke Hukem Forever. 
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Regulars _ 

8 Front lines 

This month we release the news about Activision’s ever-expanding empire along 
with our in-depth ECTS show report... 

18 Hot of the Press 

With noses to the ground and faces pressed to windows, no snippet 
of gossip or salacious rumour escapes our veteran hacks! 

20 Hot Prospects 

20 Black & White 

22 Michael Owens World league Soccer '99 
24 Prince of Persia 30 
26 Baldur's Gate 
28 Warrone: 2100 

30 On the Drawing Board 

We get the complete low-down on some of Interplay’s new titles, 
including the fantastic Galleon by the creators of Tomb Raider. 

32 Competition 

You chance to win a top PC courtesy of the Christmas spirited Empire 
Interactive. 

34 Genre Feature 

Top Gun: We take a look at the ten best first-person shooters. 

38 Interview 

We talk to the Brothers Collyer about CM3. 

42 Previews 

Previews this month include the great Half-Life, the new flight sim from 
Microsoft and that lovable platformer Abes Exoddus. 

64 Special Report 

While we wait patiently for Westwood to sort their act out. we take 
another look at C&C Tiberian Sun. 

67 Top 50 Feature 

As the year comes to an end. it’s time for ULTIMATE PC to look forward to 
next year. Here is what we think will be the ‘Explosive Games in 1999. 

100 Reviews Intro 

As the festive season draws ever closer, the volume of reviews 
grows ever bigger - find out more in our bumper round-up! 

138 Expansion 

The big attraction this month in Expansion is the Quake II pack. Ground 
Zero in for review. 

140 Multimedia Reviews 

Fed up of playing pointless games? We round up the usual multimedia titles... 

142 Letters 

More rants from all you missive scribers out there! 

144 Wired Gaming 

Enter the virtual world of CyberSpace for an infinite number of 
entertainment options and multiplayer enhancements. 

148 Money To Burn 

A full round-up of stocking fillers, gadgets and speakers, no doubt. 

154 Competition 

More top guns! Microprose’s PII 300 compo will blow you out of the sky! 

156 Back Issues 
158 Subscriptions 

Now you have the chance to claim a free game when you buy 12 issues. 

162 Player's Guide: Conflict Freespace 
168 Solution: MechCommander 
180 Tips O&A 
182 Mini-Tips 
186 Retro Respect 

With FI Grand Prix 3 looming over the horizon, we look back at the 
original FI GR 

188 Disk Directory 

Another packed demo CD this month, with SiN and Carmageddon II on 
show and our special Psygnosis second CD! 

194 Next Month 

Christmas will be with us next month, so the mag will be full of festive fun! 
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FRONT LINES 

The big news this month is the Activision/LucasArts link-up. Other news includes Konami’s 
entrance into the PC market and 12 from the Bitmap Bros. Read on! 



Activision Sign Both Star Trek and Star Wars 



□ fter the success of Quake H 
and with the expectation 
building around SiN, Activision 
are looking to strengthen their 
position in the world's games market 
with two new deals that should see 
them become one of the biggest 



games publishers in the world. The 
first is a ten-year deal signed with 
Viacom Consumer Products for an 
undisclosed sum. giving them 
exclusive rights to all Star Trek 
properties, including all existing and 
new TV series and motion pictures. 
This is the first time that Viacom, the 
owners of the Start Trek licences, 
have entered into an exclusive deal 
with any independent software 
publisher, and it reinforces 
Activision’s strategy for expanding 
their market share with products 
based on 'powerful recognisable 
brands’. As Bob Dewar, Activision's 
senior vice-president for international 
publishing explains: "With this 
agreement we can extend the rich 
intergalactic history and traditions 
inherent in the Star Trek universe and 
bring many new and exciting products 
to the marketplace." With the many 
Star Trek games already out on the 
PC achieving high levels of popularity. 


this deal, lasting into the next 
century, could see Activision 
establishing themselves at the 
forefront of game publishing. With so 
many first-person games on their 
books. Activision may consider creating 
games of this type using the licence, 
which could be bad news for Microprose 
after the critical acclaim of Klingon 
Honor Guard and their hopes for 
financial success giving rise to talk of a 
sequel. Their first intended release 
under this new deal will be a game 
based on Paramount's next Star Trek 
film. Star Trek: Insurrection. 

The second deal is a distribution 
partnership with LucasArts, giving 
Activision exclusive distribution rights in 
the UK and 45 other countries in 
Europe, the Middle East and Asia. This 
two-year deal will cover all of LucasArts' 
forthcoming PC and PlayStation games, 
perhaps including the hotly-tipped RTS 
game. Force Commander and their 
recently announced X-Wing: Alliance. 


I ULTIMATE PC I Issue 16 | December ’98 



























ILL DOING GAMES? 

Yes that’s right, the rap/hip-hop band. Cypress Hill have decided to get involved with 
computer game soundtracks, and they will be the band adding the groovy tunes to 
Interplay’s gangster action game Kingpin. Music from the band’s forthcoming album 
’Cypress Hill IV’ will be included into the game, as well as tracks from their previously 
released albums. "Cypress Hill’s sound is exactly what we had in mind when creating 
Kingpin", said one of Interplay’s representatives. 


NASEEM GETS VIRTUAL 

Over-enthusiastic boxer. Prince Naseem has just signed a deal with Codemasters for 
what has been called a ’knockout AAA title’. Despite being developed for some time now. 
the company has kept Prince Naseem Boxing very quiet. The game that is set to 
authentically recreate the skills and excitement of the sport will feature more than 100 
boxers in Exhibition and Career modes. The big question is. will the game seem more like 
a dancing simulation than boxing game when released? We’ll have to wait and see! 





Players will be able to choose from a 
selection of 125cc, 250cc and 500cc bikes, 
and there’s a good selection of playing 
modes which offer a nice mix of arcade 
racing and simulation. As is now 
customary, the game offers multiplayer 
support to the tune of fifteen players 
across a Local Area Network. 

With a release date towards the end 
of November, we should be getting 
reviewable code for this tasty prospect 
soon. In the meantime, you can find out 
more information at the Funsoft web 
site at www.funsoft.com. 


GP500 


Stop PressI Bitmap Brothers return with 12 


1 


O T Interactive have pulled off a 
major coup with the signing of 
the Bitmap Brothers’ sequel to 
the highly acclaimed Z. Tentatively 
pencilled in for release at the end of 
1999, Z2 promises to be bigger and 
better than the original in every possible 
way. Although little is known about the 
make-up of the game as yet. it's 
expected that the game will follow much 
the same format as the original, with 
players fighting for territory, as 


opposed to collecting resources. It’s also 
expected that the game will feature 3D 
terrain and units, as opposed to the 2D 
ones seen in the original. 

In a games world which is becoming 
by stagnated by the increasing number 
of CQC clones. ZZ's refreshingly original 
approach to the genre ensures that 
it’s up there as one of next year’s 
most promising titles. GT Interactive 
are obviously delighted with signing 
the game, as Publishing Director, Marc 


Swallow, highlighted when he said, "We 
believe that The Bitmap Brothers with 
Z2 have found the publishing home for 
what is destined to be one of the 
benchmark titles of next year. Our 
strength in marketing and distribution 
will ensure this title the success that 
it deserves." 

There are no screenshots for the 
game at present, but we hope to take 
an early look at the game next month. 


I astrol Honda, Redline Racer and 
Superbikes have led the way. now 
1 Funsoft are looking to cash in on 
the growing success of motorbike 
simulations with their own GP500. 
Developed in Germany by Ascaron, the 
game will not feature any of the real bikes, 
teams or riders. Ascaron instead hope to 
woo race fans with some of the most 
stunning visuals and fastest racing action. 
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NEVER-ENDING GAME 

If you cried as a kid watching the Never Ending Story and want to bring back some 
childhood memories, then you'll probably be quite excited to hear that Easter next 
year will see the release of Real Never Ending Story, a 3D real-time adventure with 
some devious puzzles, an original story and 'unparalleled brilliance'. With a special 
Monster Engine capable of rendering in real-time and based in the mythical world of 
Fantasia, this is surely one to look out for! 


REBEL ALLIANCE 

LucasArts. now in conjunction with Activision, are busily working on a brand new 
title. X-Wing: Alliance. Following on from the X-Wing and Tie-fighter games earlier 
this decade, the company is now able to realise a game which could actually be 
mistaken for the film - if you squint your eyes a bit! The game is expect to be 
released in the spring of next year. The game will give players the first chance to 
fly the Millennium against the second Death Star. 


ECTS REPORT 

This month the industry once again descended upon London for the annual ECTS games show. 
Over the next few pages we reveal the best of the new products on display on each of the 
company stands. Do we have a good year in store for the end of the millennium? 




Gremlin 



I nlike most of the other 
companies at the show this year. 

I Gremlin were showing us a lot of 
new products. Firstly we will run through 
the titles we have already covered in UPC. 

Blade is looking spot on. It must be 
nearing completion now. and the game 
featured heavily at the stand. So too did 
Aetna Soccer 3, which we have already 
covered in previous issues - not drastically 
altered from the second instalment, but its 
prospects are good. We have also skirted 
over their racing title. Buggy In the past, 
which seemed to be attracting some 
attention over the three days. 


So what's new? 

On the sports front, we caught a brief 
glimpse of Aetna Tennis. The Aetna 
franchise continues to grow, and with 
most tennis games being in actuality 
rather poor, we are expecting great things 
from this game. Also, Gremlin were airing 
the follow-up to Aetna Ice Hockey, Aetna 
Ice Hockey 2. Again, it's more of the same, 
but with faster and better graphics, new 
teams and improved Al. Also on a bit of a 
follow-up tip \s Aetna Golf 3. The 3D engine 
is even better than before, making the 
experience even more real, and with their 
new 'Actua Swing’ they can offer the 
variety of control systems that the 
opposition are plugging. We have touched 
on Premier Manager '99 recently, but 
Gremlin weren't really showing us much 
more than was already known to us. They 
are still aiming to get all the player stats 
for the 98/99 season in there, along with 
team histories and real goal video action! 
Other additions include improved club 
finance information and Barry Davies 
commentary. Gremlin are also bringing out 
a new game called 'Pool'. Rather than being 
a swimming simulation (something we 
have not seen for a few years, we might 
add), this pool sim is a stab at the market 
soon to be held by Jimmy White's 2: 

Cueball. Great-looking pool room graphics 
and spot on physics should provide some 
hefty competition for Archer Maclean. 

DMA 

DMA Design have been developing 
Tanktics for over three years now. and it 


still looks way off completion. The idea of 
being able to design your own tanks has 
already been snapped up by Eidos with 
Warzone 2100, and we reckon they will 
get their game out first. The cartoony 
style may appeal to younger players not 
versed in the ways of strategy 
wargaming, so that is a strong angle. 

The other DMA game to be published 
by Gremlin is Wild Metal Country. This 
new game form Gremlin takes the from 
of a Battlezone-esqne combat game 
with about eight races of machines 
battling it out in a number of ultra- 
realistic environments. 

Un-sporty titles 

Aside from the plethora of sports title, 
Gremlin are also working on another RPG 
called Soulbringer, which includes 500 
inventory items and over 50 locations from 
the other side. Tribal Lore is like Magic and 
Mayhem or Populous - a 3D world with 3D 
people which combines strategy, combat 
magic and Celtic/Viking armies. Finally, 
Gremlin are working on Hogs Of War, a 
World War I turn-based game that is as 
quirky as Team 17's Worms 2, but with pigs! 




REVIEWED THIS MONTH. MIC 29 FULCRUM 
WAS NQVALOGIC'S PRIDE AND JOY AT ECTS 


Novalogic 

ovalogic are not the biggest 
company in the world, but this 
must be one of their busiest 
years ever. After releasing Comanche 
Gold earlier this year, they have been 
working hard to release three new 
titles before Christmas. In our very 
limited edition Issue 14. we covered 
these three titles in our On The 


Drawing Board feature, but now we 
have reviewable code for MiG 29 
Fulcrum, a fast-paced flight sim. and 
F-16 Multirole Fighter, also a fast- 
paced flight sim. What we did get to 
play at the show was Delta Force. 
which Novalogic refer to as their 
biggest title to date. No sign of 
reviewable code for this month, but 
what we saw of the game was good. 
Spec Dps-style combat with the USA's 
version of the SAS. Excellent stuff! 



THEY HAVE CERTAINLY DONE ALL THE GROUNDWORK 
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RRAVEHEART FOR PC GAME - 

The Eidos game previously known as Tartan/Army has now been renamed to fit in 
with its new licence from the film Braveheart. Paramount Pictures and Twentieth 
Century Fox have let Eidos use the property for their strategy game based in the 
Scottish Highlands. Whether this connection will work with the original idea of the 
game is still in question, but you can bet they will try to get Mel Gibson in for a bit 
of extra promotion if they can. 


Finns ACQUIRE HRYSTAL DYNAMICS _ 

In a deal worth almost $50 million. Eidos will now be publishing titles developed by 
Crystal Dynamics, responsible for games such as Gex and Legacy of Kain. "We are 
excited to bring Crystal Dynamics' strong line-up of games on board", said COO of 
Eidos Interactive. Mike McGarvey. President of Crystal Dynamics. Rob Dyer, also 
commented; "This deal is an important next step in the continued growth of 
Crystal Dynamics as a leading entertainment software studio." Okay, if you say so! 



Cendant 

Software 



I nlike at E3, Cendant weren’t 
really showing much new. 

I Certainly not anything as 
exciting as Homeworld, which is still 
looking impeccable. Babylon 5 was. again, a 
game we saw during the summer, but we 
were witness to some playable code, and 
it's looking pretty good. As a first-person 
space combat sim, the game will allow 
players to fly their favourite ships, attack 
all the right aliens and experience the TV 



series in a totally new way. Graphically it is 
still way off what you see on TV, but still! 

Something we didn't see at E3 was 
Viper Racing. This new sports car racing 
game will let players drive eight cars 
over tracks while experiencing stunning 
crashes, with the option to customise 
your vehicles in there for good measure. 
Though it won’t touch GPL, we got to 
race the Cendant guys at the show on 
their specially created stand, all seated 
like in an arcade - very cool. 

Also new to us were PGA 
Championship Golf '99 (the follow-up 
to Sierra Sports Golf], which 
promises to be rather good, and 
Sierra Sports Basketball '99. 



DIABLO II IS STILL BLIZZARD’S MAIN HOPE FOR NEXT YEAR SINCE THEIR POPULAR STARCRAFT CAME 
AND WENT. TRIBFS ON THE OTHER HAND MAY PROVIDE SOME HEFTY INTERNET ACTION IN 1999- 



Other games we have already taken 
a look at include Gabriel Knight III, Kings 
Quest: Mask of Eternity and Return To 
Krondor, which are all developing nicely, 
although they probably won't light too 
many fires. 

Blizzard 

The only things on show from Blizzard were 
the expansion pack for StarCraft, Brood 
War, and the highly anticipated sequel to 
Diablo, Diablo II. The sequel is set to offer 
four new realms, five new character 
classes and enhanced multiplayer options. 
No news on any fresh Warcraft titles. We 
will have to wait until next year. 

Half-Life was out in full effect 
receiving a lot of attention. It's hard to 
tell how far Valve have to go with the 
game, but it shouldn't be too long now. 

Other games we touched on after E3 
include the two Starsiege games, 
Starsiege and Starsiege TRIBES. The 
first is in the vein of Heavy Gear II and 
Mechwarrior III, though it will be pushed 
to compete on the same level. However, 
the TRIBES game looks to be something 
a bit different. It's a squad level game 
set in first-person perspective with 
realistic terrain, ground and air combat 
vehicles and a 'commander' option to 
give the player more control over the 
battlefield issue orders to base defences 
and reconnaissance. 

As we have already said, nothing 
that new and exciting on show from 
Cendant, unless you count Sierra Pro 
Pilot '99, Red Baron 3D or Lords of 
Magic - Special Edition\ 







BABYLOH 5 IS LOOKING BETTER AND BETTER 
EACH TIME WE SEE IT AND. OF COURSE, WE 
COULDN’T FORGET HALF-LIFE. COULD WE2__ 
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PLAYER MANAGER 

Soon to be released by Anco is Player Manager Season 98-99, a management 
simulation set in the current European scene. 

Featuring over 12.000 players, each with 18 visible stats and 20 operational 
ones, the game is said to offer gamers a massive selection of features. 

If you'd like to try the game out for yourself you'll be glad to hear that 
there's a playable demo on this month's ULTIMATE CD. 



KQNAMI STORMS ONTO PC 

Japanese company Konami are set to release their 
biggest console hits for the PC. As part of Konami's 
strategy for expanding out of the console markets 
and competing with Capcom. Squaresoft and EA for 
dominance of the world's games markets. Expect 
titles like Metal Gear Solid and the ISS footie games 
to appear on the PC next year. 



KLINCON ACADEMY LOOKS LIKE THE 
SORT OF PLACE WE WANT TO STUDY 


Interplay 

□ Ithough not the largest stand 
at the show, when it came to 
launching new PC products. 
Interplay were surely ahead of the pack. 
And as well as Messiah, Earthworm Jim 
3D, the 3D adventure Galleon and Fallout 
2, it was pretty obvious that Interplay 
had gone Star Trek mad! 

Trekkers will no doubt be gagging 
for the four new titles in store. To 
kick the excitement off. Star Trek: 
Secret of Vulcan Fury is the third in 
the series of original Trek adventure 
games and includes all-new episodes. 


motion capture and challenging story- 
based puzzles. As if that wasn't 
enough, the development team is 
headed by John Lucas, an original Star 
Trek director/writer. 

Star Trek: Starfleet Command made 
its debut as this year’s E3 in Atlanta, 
but seems to be coming on very nicely 
and will surely excite strategy 
enthusiasts when released next year. 

If you'd prefer not to be on the 
side of the Federation then Star Trek: 
Klingon Academy may interest you. 
Players will be under command of 
General Chang as they attempt to 
prove themselves as top cadets in 
this advanced space combat 
simulation, again launching some 
time next year. 


Finally, Star Trek: New Worlds is 
also being worked on and is a real 3D 
strategy wargame which boasts fully 
modelled and textured structures 
and environments. Either play as the 
Federation or Klingons. 

There's no doubt about it, a very 
impressive line-up! 



STAR TREK GOES FROM STRENGTH TO STRENGTH 


Empire Interactive 



101st Airborne In Normandy 

This is a turn-based affair featuring a 
squad of eighteen paratroopers on 
missions behind enemy lines after the 
Normandy landings. This game is incredibly 
in-depth, right down to how the wounds 
your men might suffer will affect their 
abilities. Picking your squad from eighty 
two unique soldiers, you have to lead them 
through nine campaigns of twenty one 
missions each, across two-hundred and 
thirty eight topographically correct maps 
of 1944 Normandy. This game could 
certainly prove a challenge and may appeal 
to most, if not all strategy fans. 


Talonsoft’s 
Battle Of Britain 

This is a real-time strategy game 
that places you in command of either 
British or German air forces. As the 
German commander, you can launch 
up to three-hundred missions a day. 
when and where you want, and as the 
British commander you must select 
which squadrons will intercept which 
raid. With special rules dictating 
night bombing, this must have almost 
complete air superiority over other 
strategic air warfare games... if 
there were any others, anyway. 



THOSE INFERNAL MACHINES! ACCLAIM'S 
3D STRATEGY GAME IS ONE TO WATCH, AS 
WELL AS THE MUCH-LAUDED TUROK 2 


he big one on the Acclaim 
stand was without doubt 
Turok 2: Seeds of Evil: Much 
improved graphics, new weapons and 
all-new gameplay modes are set to 
make this a big, big title for Acclaim. 
The enemies in particular are much 
more interesting to look at, with 
new kinds of dinosaurs and more 
detailed models. The locations are 
also more diverse this time around, 
and with up to sixteen players able 
to compete in Deathmatch mode 
either via a network or on-line over 
the Internet. Turok 2 is a 
mouthwatering prospect. 


Machines is a galaxy-wide 
strategic combat game in which the 
player takes control of a race of 
machines programmed to explore and 
colonise, wiping out any resistance 
they meet along the way. Views are 
varied, with a high isometric or third- 
person view behind the selected unit 
available, or you can actually jump 
into the units yourself. Do we really 
need another real-time strategy 
game? Machines offers one or two 
new features, so keep your ears 
pinned back for more news. 

Fans of the Shadow Man comic 
will soon find the sinister hero 
making his way onto the PC. In this 
spooky adventure the player is Mike 
Leroi - a man with the unique ability 
to pass from the world of the living 


into the world of the dead at will. 

The plot gets all very serious, but it's 
a third-person arcade adventure in a 
similar vein to Tomb Raider, flitting 
between the lands of the living and 
of the dead, with all sorts of bizarre 
and disturbing twists as you 
ultimately try to avert the 
apocalypse. Dark stuff indeed. 



DON'T HANG ABOUT IN THE SHADOWS MAANNN! 


Acclaim 

□ 



Team 17 



ituated next to the rather large 
Microsoft stand. Team 17 
welcomed visitors to see five of 


their new PC products. Of course, 
Wormageddon was the highlight, with 
new hi-res graphics, 60 deadly weapons 
and an improved level editor being just a 
few of the new features. 

Worms aren't the only creatures 
making their way into computer games 


I 
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though. Pig is due out next year and will be 
a 3D platform game. Whether it'll be 
honking or not we don’t know! 

Team 17 have a couple of other titles 
they were showing off, including the space 
shoot-'em-up adventure Phoenix, and 
Cyberpunk - both looking quite special! 


December '98 



































I AM ONE WITH THE CROSSHAIRS 


I TORCHED A TAERKAST BIPLANE 


I KNOW HOW TO DEFEND MY HOST STATION 


I AM A FORCE TO BE RECKONED WITH 

RU DDoaODm -tf ^ ‘r 'lJl 


OILDINGS IN MY WAY. 


I’VE DESTROYEl 


£ S’ 11 
AMlTnoi^^bD 5K 


I HAVE THE FIERCE AIR FORCE. 


Hey hot shot, you’re dead because you didn’t think. 
To save the Earth in Urban Assault ■“ you must manage your resources, 
upgrade your technologies, control your squadrons, and deploy your 
troops using an interactive map. All this at the same time you’re 

shooting everything in sight. 


TM 



It’s the perfect blend of action and strategy that you can make even 
more challenging with multiplayer capabilities. So use that gray 
matter. Or you’ll lose it. Think yourself oVer to 
www.microsoft.com/uk/gameszone/ 


TE rIVatools 

Computer Graphics Solutions 


W INTERNET GAMING 

^ zoNc; 


PLAY IT ON ZONE COM 


Available at Dixons, Electronics Boutique, Game, HMV, 
PC World, Software Warehouse, Virgin and other 
leading retailers. 


Where do you want to go today? 


Microsoft 


© 1998 Microsoft Corporation. All rights reserved. Microsoft and Urban Assault are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 





SIM 3000 DELAYED 

Sadly for fans of the series of Sim games, the latest. SimCity 3000 has been 
delayed yet again and may not make it into the shops before Christmas. EA 
are still hoping for a December release, but whether that means before or 
after Christmas. EA aren't forthcoming. With a bit of luck, though, the 
testing period may be relatively glitch-free and EA could just reach the 
shelves in time for the seasonal rush. 





Maxx P2 200 

Philip Allen, Short Heath, West Mids. 

Maxx P2 300 

Julian Kirby, Isle of Man 



seventeen of the current FI circuits will be 
included, as well as the novel ’Retro' mode 
which gives an original '50s track and 
vintage race cars to try it out with. An 
interesting proposition. For younger 
gamers there's also Rayman 2 to look 
forward to. Loads of levels, and this time 
it's all in 3D for your pleasure. S.CAR.S is a 
futuristic arcade racer with nine funky 
cars and some very nifty light-sourcing 
effects. The racing is made more 
interesting by Mar/o Kart-style collectable 
power-ups which can be found littering the 
track, and it promises to be a real arcade 
treat with more of a consoley edge than 
most current PC racers. And if your racing 
appetite still isn’t satisfied, keep an eye out 
for Speed Busters, scheduled for release at 
the end of October. Cars from the '50s 
through to present day roadsters are 
yours with which to compete in a crazed 
road-racing championship where the police 
actually encourage drivers to break the 
speed limit. A visual feast. 

More 3D platformy action was on show 
in the rather bizarre shape of Tonic Trouble. 
Ed. a Martian with an uncanny resemblance 


to Rayman. is the star of the show, fighting 
against such odd enemies as psycho 
vegetables and flying slices of toast!? 

On a more serious side, strategy fans 
can look forward to Heroes of Might and 
Magic III. Up to eight players will be able to 
compete against another in a game which 
is bigger and better-looking than its 
illustrious predecessors. It’s also set to be 
developers 3D0's biggest launch to date, so 
expect big things when it hits the shelves 
early next year. Then there’s D-Jump, an 
off-the-wall adventure through time as 
the player finds himself whisked back to 
ancient Egypt. 

Last, but by no means least, and the 
highlight of Ubi Soft’s presentation, was a 
trip to Chelsea’s Stamford Bridge stadium, 
where non other than big Ron Atkinson 
took a team of journos through some of 
the game’s many features. It’s more icon- 
driven and graphic than the Champ 
Manager games, but its main strength 
looks to be in the vast database of players. 
All in all then an impressive range of titles, 
several of which could be big hits in the 
next six months. 


GT Interactive 



DARK VENGEANCE AND POWERSLIDE 
ARE TWO OF UBISDFT’S BEST HOPES 



I T can always be relied upon 
to have some quality on 
I offer, and this year was no 
exception. Duke Nukem Forever, first 
glimpsed at E3, is a potential game of 
the year which should be out some 
time in November. Dark Vengeance is 
a mix of adventure. RPG and arcade 
action in gorgeous third-person 
perspective, l^ar of the Worlds is one 
of the most intriguing of GT's 
upcoming titles. Based on Jeff 
Wayne’s famous musical version of 
the H.G. Wells story, this is real-time 
strategy with Jeff Wayne himself 
providing an all-new version of the 
legendary soundtrack. Programmed 
by Emergent Software. Powerslide is 
an off-road racer with the emphasis 


- as you can imagine - on super-slidy 
cornering. Three-hundred thousand 
polygons whizzing around at sixty 
f.p.s. gives an amazingly smooth and 
detailed ride, whilst the advanced 
physics model enables all sorts of 
crashes, flips and stunts. Abe's 
Exoddus was also on show. This is 
the follow-up to Abe's Oddysee, 
which did big business on the 
PlayStation. This time the puzzles 
are more complex. Abe has a greater 
vocabulary, and conversations with 
fellow Mudokons will be more 
involved than the monosyllabic 
responses of before. The unique style 
and charm which made the first 
game so popular is back for what 
should be an highly engrossing 
sequel. Trans Am Racing '68-'72 is a 
cool racer involving those beefy 
muscle cars of the title, whilst Prey, 
from 3D Realms, is a 3D shooter 



boasting 'a six-degrees-of-freedom 
environment which is far beyond 
anything ever seen before.’ And for 
gore fans, Blood 2 Is blood-n'-guts 
spilling action all the way. You’ll be 
able to dismember bodies 
and even flay the skin 
from the bone in what 
promises to be one of 
the nastiest game of 
the year, cornin’ 
atcha sometime 
in October 




I HQ boasted just a handful oi 
titles at their stand, 
Brunswick Bowling and Bass 
Masters Classic TE being two of then 
However, if you'd rather not catch 
virtual fish or find it more fun rolling i 
real ball down a real bowling lane then 
avoid those two and read on about 
Excession (pictured left). This arcade 


action title pulled in a few crowds thanks 
to its fast-paced action and graphically 
rich inter-galactic universe. 

The game will feature 24 single player 
missions, a revolutionary physics engine, a 
huge variety of weapons, a pumping 
soundtrack and plenty more. 

Wrestling fans will also be glad to 
hear that it's not just the consoles that 
get all the leotard and spandex action. 
November will see the release of WCW 
Nitro, a game full of turnbuckle jumps, 
suplexes and clotheslines. 

































I DEPLOYED MY GUYS USING THE TRANSPARENT MAR 

. J /V' I L, - • •- - 


BOTH FLANKS 


I TOLD MY GUYS TO AHACK FROM 


I KNOW WHERE THE TECH UPGRADE SECTOR IS 


i I - 

I KNOW WHERE TO PLACE MY HOST STATION 


I KNOW WHERE THE POWER STATIONS ARE 


I SAW AlMYKONfAN CUBOID FORMATION 



Use your map to deploy your troops and jump 
into any of 15 different types of vehicles. 


I KNOW WHICH SECTORS ARE SECURE 


Create your squadrons and set their level of 
aggressiveness:^o>defend, attack, or raid. 


I’M BEING SMART ABOUT MY MOVES 


Battle 5 unique alien and human 
enemy races. 


Hey mastermind, you’re dead because you didn’t get your hands dirty. 

In Urban Assault you have to battle on the frenzied front lines at the same jl ■ I J ViV ^ I : I 

time you’re strategizing the entire war. Of course, your years studying at J ® f 

military school will come in handy, but to win, you better warm up that trigger 

finger. Shoot your browser over to www.microsoft.com/uk/gameszone/ Available at Dixons, Electronics Boutique, Game, HMV, PC World, 

Software Warehouse, Virgin and other leading retailers. 


VVij||i^io you v^ilg. to go today? 


TE rIVaTOOLS 

Computer Graphics Solutions 


Micnffioft 


PlAY IT ON ZONE COM 


©1998 Microsoft Corporation. All rights reserved. Microsoft and Urban Assault are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 












SPORTS DESK 

This month we have more FIFA ’99 screenshots, as well as 
news on another pretender to Championship Manager's crown. 



COMING SOON... 


FIFA *99 


H/F/4 ' 99 's release is looming 
ever nearer, but we're still to see 
playable code. However, to bide you 
over until the game ships, here's a 
collection of new screen grabs for 
you to peruse. As you can see. the 
game is looking breathtaking, with 
improved motion captured 
animation, better modelling and 
vast new stadia. There’s a definite 
European feel to the new game, 
with the teams and stadia of 
Glasgow Rangers. Gothenberg 
and Galatasary all included. The 
game will feature a new front 
end and will boast more 
customisable options, such as 
leagues and cup competitions. 



-X6>! 
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Killers 

□ eveloped by Smoking Gun Productions. Giant Killers is the latest football 
management sim attempting to oust Championship Manager 2 from the 
top of the league. The game will offer Alex Ferguson wannabes the chance 
to manage any team from the Premier League through to the Football Conference. 

One of the game's original features will be a 'Rich Benefactor’ option. This option 
ensures that players will be able to take their favourite lower league club right to 
the top thanks to cash donations from a Jack Walker-type character. Rob 
Henderson. Managing Director at Smoking Gun Productions explains. 'If you play other management games with a lowly placed team. 

the budget is so limited that it's impossible to get anywhere with your own team. 
The Rich Benefactor mode in Giant Killers allows you to take any team to the top 
of the game.' Football is becoming more and more commercial, with clubs now run 
as a business, rather than as a football team. This side to the game has been 
appearing increasingly in football management games. For those of you who 
prefer your football management games to be about coaching a successful team 
rather than managing a club's finances, then Rob Henderson's words will no doubt 
please: 'Other games can be too heavy on detail - for instance, setting the price of 
a hot-dog in the concessions stand. Giant Killers sticks to only such information 
and statistics as are necessary to coach your team to success. We have made 
Giant Killers a football-anorak-free zone.’ 





Big Ron Signs With UbiSoft 



I n an effort to raise the profile of their Football 
World Manager, UbiSoft have signed with one of 
I the most flamboyant managers around. Ron 
Atkinson. 'Big' Ron will feature in the game's advertising 
campaign and was available at the recent ECTS for a photo 
shoot with overweight journos who had nothing better to 
do than play around at Wembley. Our very own footballing 
protege. Miles, went along, but any dreams he might have 
had about a big money move to one of the Premiership’s 
elite were soon shattered. 
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Lee Westwood Teams up 
with Gremlin 






aving already secured the services of Greg Rusedski for 
Actua Tennis and Alan Shearer for Aetna Soccer 3, Gremlin 
Interactive have made it a hat-trick of signings by securing 
the signature of golf sensation. Lee Westwood. Regarded by many as 
the best European 
golfer currently 
doing the rounds. 

Gremlin see Lee as 
the ideal playing 
partner, especially 
with EA snapping up 
Tiger Woods. Lee’s 
face will appear on 
the box and he will 
supply the motion 
captured animation. 














































Does your pc plod? 


Tired of hold ups? Then get on the BT Highway. Because this simple box converts 
your existing phone line into two high speed digital lines. You can Q|H||||| 
use your phone and run your PC at 64Kb per second. Or you can use 
both lines together and get 128Kb per second. Don't wait any longer. ■■■■■ 


Get on the BT Highway freefone 0800 800 845 


or www.highway.bt.com 


BT HIGHWAY IS AVAILABLE ON MOST BT EXCHANGES AND IS SUBJECT TO SURVEY 




HOT OFF THE PRESS 


This month's hottest gossip and speculation surrounds news of the foUow-up to 
Commandos and the sequel to this year's best racing game, Grand Prix Legends... 





we have heard that the sequel 
will be played out some time 
after World War II, and it will 
have a heavy American leaning. 
We can only gather that they 
must be talking about either 
the Korean War or - more 
probably - Vietnam. Hopefully 
they have plumped for the 
latter of the two. meaning your 
sniper skills will be even more 
important than before. 

Also on the grapevine this 
month comes news of goings-on at Stainless Software. They are currently 
revelling in the release of Carmageddon II, but we have found out they won't be 
working on a follow-up straight-away. Their next game will be called Arena, 
which could prove to be the first decent fighting title for the PC. 

^ On Miles' travels this month, he 
uncovered news of 
, Raven's newest 
[ project. Soldiers 
^ of Fortune. Due 
for release later 
next year, this 
game will be a 
cross between 
Quake and the N64's 
Goldeneye - a first- 
person shooter with a life 
of its own. like Half-Life. 


Rumour Mill 


ven though the new EA golf game has many annoyingly American 
I overtones, tacky arcade Tiger Shots and some major faults with 
tNngs like ball dropping, we have been playing it like mad this month. 
Whether it is Just us harking back to those warm 
summer months and ULTIMATE PC's evenings down af—^ 
the local pitch and putt or just because it is a cool sport to play 
on the PC. or maybe it’s just that Tiger Woods is so down with da 
kids, we don't know. Anyway that’s what we have been playing more 
than anything else. A close second was GPL obviously! 


I hat with all the post-ECTS chat still running around the 
industry, we have managed to pick up a few whispered 
I gems among the tales of debauchery. 

First up is news of the follow-up to the hugely successful 
game by Eidos, Commandos. From sources we cannot disclose. 



^“ManagerF 
He couldn’t manage a 
piss-up in a brewery” 


Ubi Soft Entertainment, 1 Weir Road, Wimbledon, London SW19 8UX 
Tel: +44 (181) 944 9000 • Fax: +44 (181) 944 9300 • http://www.footbaHworldmanager.co.uk 
© 1998 Ubi Soft Eiifei lainment Ltd. All other trademarks and logos are the property of their respective holders. 


































Also this month, news of the sequel 
to Grand Prix Legends caused great 
^ delight around the office. We know 
ail you gamers out there are only 
just sampling the beauty of this 
new game, but we are getting 
overheated about what's coming 
flftlB’ next. Grand Prix Legends 76 will 

include all the great drivers from mid-seventies era, including Nikki Lauda, 

Mario Andretti and James Hunt, and players will be able to drive cars for the 
Tyrrell. Ligier and Shadow teams. We can't wait. 

Other rumours this month include the probably axing of most of Red Orb's 
current titles in development, leaving only the Prince of Persia game and the next 
instalment of Warlords to hit the shelves. That means no 
follow-up to Warbreeds or any other Journeyman Project 
games either. The most noticeable loss, though, is the 
3D combat game Extreme Warfare, which looked 
really promising. That will learn them! 


THF UK AND US HAVE BEEN TREATING IT AS GOSPEL WHAT WILL HAPPEM TO EXTREME WARFARE?. 


A.W.n.L-C&C= TIBERIAN SUN 


n he news that the most anticipated Command and Conquer game to be released this 
decade will now not be shipped until after Christmas is likely to give many a hard¬ 
core gamer and retailer a solemn winter tNs year. Westwood have now been bought up 
by EA. so that may have caused tNngs to slow down somewhat, although 
sources close to the studios say that it has been the development 
rather than distribution that is holding the game i*MKj 
up. Luckily the same problems didn't seem to be 
affecting their other big release. Dune 2000. 


IT SEEMS LIKE WE’VE BEEN WAITING A DECADE FOR THIS GAME TO ARRIVE. AT LAST. WE SEE 
SIGNS OF A POSSIBLE RELEASE VERY SOON. ELECTRQUIC ARTS HAVE IT ALL IN HAND!- 


Commandos: Behind Enemy Lines 

Eidos Interactive 

Quake II Mission Pack 2: Ground Zero 

Activision 


Creatures 2 

The Learning Company 


Titanic: Adventure Out of Time Europress 

World Cup '98 Electronic Arts 

X Files: The Game Electronic Arts 

Command & Conquer: Red Alert Electronic Arts 
Championship Manager 97/98 Eidos 

Age of Empires Microsoft 

Total Air War Infogrames 

Unreal GT Interactive 

Quake 11 Activision 

Civilization II Microprose 

Tomb Raider II Eidos 

Grand Theft Auto Take 2 

Worms 2 Microprose 

Microsoft Flight Simulator '98 Microsoft 

Myst The Learning Company 


BUDGET TOP 10 


This month’s Top 20 
games. Compiled by 
ELSPA and in conjunction 
with Chartrack. 


.Eidos 

.GT Interactive 


1. Tomb Raider: Unfinished Business!. 

2. Dragon Dictate Solo. 

3. Age of Empires: More Empires.— 

4. Theme Hospital--- 

5. Theme Park.... 


Each month, thanks to GamePlay. 
one ULTIMATE PC subscriber will 
win the top five new PC games. 


.Extreme 


.GT Interactive 


6. Carmageddon 


....Virgin 

..Blue Byte 

.Europress Software 
.GT Interactive 


7. Cannon Fodder.. 


8. Settlers II.. 

9. Rally Championship. 

10. Quake.. 


This Month's Winner: 
Brian Towner. Plymouth 


ULTIMATE PC’S CHARTS ARE SPONSORED 
BY MAIL ORDER SPECIALISTS GAMEPLAY. 
TEL: 0113 234 0444 
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I Hot Prospects 



Peter Molyneux and his new Lionhead gang are currently working on their first title. 

The game is set firmly in the tradition of Peter's previous games. 
Dungeon Keeper, Populous and Theme Park. 

However, Mr Molyneux doesn’t want to just churn out another title - this one 
needs to be something very special. 




ince going it alone after splitting 
from developers Bullfrog around a 
year ago, Peter Molyneux has been 
busy setting up his Lionhead Studios and 
the accompanying Lionhead Satellite 
Scheme. Once all that business time-filling 
was finished (around Feb '98), they could 
really set to work on probably one of the 
most challenging projects ever attempted in 
the games industry. Black S White will have 



all the character and charm that we have 
come to expect from such a successful 
games developer, but it will also mark a real 
progression in technology and game design. 

Concept 

Well, Black Q White, like its well-known 
predecessors, is essentially a strategy 
game. Not your usual real-time tank 
versus tank resource management 
treadmill, but a strategy game with some 
really big differences over anything else 
available or currently in development. 

The game will centre around an island 
populated with a wide cross section of 
tribes. Just like in his previous games. 
Peter Molyneux has put you, the gamer, in 
charge of this world, but this time with 
actually less power than ever before. This 
seems a strange concept to begin with, 
but it makes for a much more realistic 
game. As a god. you have to win respect - 
your tribes have to first believe you exist 
and have faith in you. Piss them off too 
much and none of them will pray for you 
and your power will become dormant. If 
you do manage to convert enough people, 
you will be able to generate life-force and 
be able to make spells. 


This little world will exist without 
your presence: these tiny little people 
will go about their business, fishing, 
sleeping and breeding that is. until you 
arrive. Just like those 3D Pets you can 
buy. this game allows you to give your 
tribes things to do. For example, throw 
them a ball and they will eventually learn 
how to play a football match. Looking at 
the level of Al in this game, it's pretty 
astonishing, and certainly more 
believable than Creatures 2. The many 
tribes - Japanese. Tibetan. Red Indian. 
Greek, etc. - all have their own 
characteristics and life-forces, but 
there will be loads of the little fellas. 

Here’s where it 
gets interesting... 

So, with your hand of god (similar to the 
one in Dungeon Keeper] you can stroke, 
pick up and smack your people into 
submission, but the most fun thing is 
going to be when you pick up one of the 
many animals in the world and pen it up 
for a while. By teaching it things like what 
to eat, how to cast spells and suchlike, 
you can bring it up to mirror either your 
holy or evil state. Utilising highly 
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FIRST IMPRESSIONS... 


developed technology. Lionhead have 
managed to make these things grow and 
develop in response to their upbringing. 

So if you are really mean to your creature 
it will become nasty, hunched over and 
turn a dark colour, or if you over-feed him 
the chap will become obese. This in turn 
means the creature has to relearn how to 
walk to account for the actual weight. 
These creatures are so well designed and 
there is no sign of polygons; their skin is 
stretchy like rubber with facial 
expressions and everything. What this 
means in the bigger scheme of things is 
that once you have created a creature it 
will grow into something totally original. 
Even after battle with other creatures it 
will sustain scars that will stay with it as 
it grows older. Over time these creatures 
reach Godzilla proportions - they trample 
on buildings and people, though you will 
have to teach them which ones are 
alright to step on before they get too big. 


Graphical advancements 

As well as the creatures morphing, the 
landscape is also capable of changing 
drastically. If you are a particularly bad 
god, the ground will blacken, the 
buildings will alter, and the place will 
generally be a bit of a mess. There is 
also the chance to make it into a bit of a 
utopia, but, ironically, the game is not 
that black and white. Often when you 
think you are doing something for 
better or worse it will have the opposite 
effect. In some ways the game is also a 
bit of a personality test. 

The new Lionhead engine is 
surprisingly versatile, allowing for 
growth and change, and with a fully 
rotating and scaleable map into the 
bargain, as god you will be able to survey 
your whole empire, reaching into every 
inhabitant’s soul. 

The plan for multiplayer options also 
seems progressive. You will be able to 


take your creature into a multiplayer 
game, where he will learn new things 
that you can then take back to your 
own single player game (along with a 
few scars, no doubt). It is these wars 
between other sorcerers, be it CPUs or 
other players, that will give the game 
that extra edge. Weather and sound 
effects, along with the odd earthquake, 
will give an exciting environment to play 
in. and with the gesture recognition in 
there too (a bit like using the mouse in 
golf games) Black S White will have a lot 
of room for personality. 

This is such a complex game we 
cannot hope to do it justice over these 
few pages. Its simplicity in the face of 
complexity will be a refreshing change 
for gamers sick of manual worshipping. 
A storm is brewing. ■ 


UPC: Why God sims over any other genre? 

I guess it is the idea of having a world which wouldn't have existed without you. and sitting in front of the screen controlling it. It has 
been fascinating for me to work with this from the very start, like when you were a kid and you used to play in sandpits and with LEGO 
all the time and make these worlds and believe in them. 


UPC: Why the title Black & White? 

Because you can be anything in the game you want to - good or evil or anything in-between. 

UPC: How much research outside of your games library do you do? 

Very, very little. What we are doing has never been done before. You can’t look it up in a programming 
book, and the games industry has surpassed an awful lot of what A1 research initially achieved. Also, if 
you are creating, it is better to create it without too much outside influences, and then when you run 
into a blind alley you can go to the references, but not from the beginning. 


UPC: A you a control freak normally? 

Very competitive rather than a control freak. 


LIONHEAN 


This game will go far because... 

It has a completely new concept where the 
player takes control over a whole host of little 
people and a monster that gets bigger and 
badder every time you play the game. But if 
you are of a milder personality, he may grow 
up to be a nice monster 

Is there no game like this?... 

The graphics and gameplay will really set this 
game apart from the rest of the god sims 
available on the market. Even the new 
Populous game will have trouble competing 
with Black and White. 

And furthermore... 

Even though the game is not due for release 
until the end of next year, we can still guess 
that this will be one of the best-selling games 
this side of the millennium. Certainly one to 


watch out for. 

PUBLISHER 

ELECTRONIC ARTS 

DEVELOPER 

LIONHEAD STUDIOS 

RELEASE 

03 1999 

WEB SITE 

www.ea.com 

PLAYERS 

l-16aBC) 
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World League Soccer '99 


Less than six months after it was first released, IVorid League Soccer is back 

with Michael Owen providing valuable fire power up front. 
UPC asks what differences can a single player make? 



uite a lot seems to be the 
answer! Not only is Michael 
Owen giving the game a more 
presentable (and marketable) face, his 
involvement seems to have helped the 
developers. Silicon Dreams, raise 
their game despite the formidable 
opposition posed by Wor/d Cup '98 and 
the forthcoming FIFA '99. From the 






WORLD LEAGUE SOCCER ‘99 FEATURES A SMOOTHER 


early code that we have seen. World 
League Soccer '99 is shaping into the 
game that the original promised to be, 
As with the original game. Michael 
Owen's World League Soccer will 
feature both league and international 
teams. There are numerous different 
gameplay options, including demanding 
leagues, arcade cup competitions. 



exhibition matches, full seasons and 
international leagues. For those who 
want to simply jump into the action, 
there's also a quick match option which 
takes players straight into a game. 

Team changes 

In terms of content the game 
certainly seems to have plenty to 



MORE INSTANTANEOUS PASSING SYSTEM THAT ALLOWS FOR MORE FLOWING FOOTBALL - JUST WHAT WE LIKE! 


I ULTIMATE PC 




I December '98 

























































Michael Owens WLS '99 j 


EACIEILt 


Michael Owen 
Born; 14th December 1979 
Place of Birth: Chester 
Height: 5* 9” 

Liverpool First Team Appearances: 43 
Liverpool First Team Goals: 24 

ichael Owen broke into the Liverpool first team at the start 


d' 


of the 1996-1997 season. He went on to produce a string 
of fine displays which earned him Ms international call up 
for the Chile game in February 1998. At the tender age of 
18 years and 59 days, he became the youngest 
England international player tMs century. After 
bagging 24 goals for Liverpool throughout the season, Michael 
was voted as the PFA's Young Player of the Year and capped a 
fine season with a trip to France for the World Cup finals. 
After a sensational introduction to the World Cup with a goal 
against Romania ten minutes after coming off the bench, 
Michael went on to score one of the most memorable 
goals of the World Cup against Argentina and won 
international acclaim for Ms stunning performances 
throughout the finals. 



offer, but Eidos have also made 
plenty of changes to the way the 
game plays. Several criticisms were 
levelled at the original, including the 
fact that it was slow and the player 
selection was frustrating. Silicon 
Dreams have vowed to resolve these 
problems. From the code we saw, the 
player selection still needed work, but 
the game certainly played faster and 
smoother than before. The original 


promised improved goalkeeper Al, 
which should eradicate a lot of these 
frustratingly simple goals. 

Motion capture 

One of the strengths of the original 
games was the motion captured 
animation. The players on the pitch 
looked remarkably lifelike in the way 
they performed simple footballing 
skills, like controlling the ball on their 



His involvement seems to have helped the 
developers, Silicon Dreams, raise their game 


League Soccer '99 will have up-to- 
date player and team information and 
statistics. Although there's no 
definite number as yet on how many 
teams will be in the game, there will 
be 16 different leagues from around 
the world (including the Premier 
League and Serie A), plus dozens of 
international teams for players to 
choose from. 

Another progression the 
developers have made in order to 
improve the playability of the game is 
a change to the control system. 
Whereas in the original one button 
could be used to perform a couple of 
different moves, now each button will 
perform only one. So, where one 
button could be used to make a long 
and short pass, now there will be a 
separate button to do each. The idea 
behind the move is to ensure the 
game is as accessible and easy to play 
as possible. However, whilst the 
basic moves may be simple to 
perform, it now means that the more 
fanciful moves are harder to pull off, 
requiring timing and a combination 
of button presses (the idea being 
that whilst the game is easier to get 
into, it is harder to master and 
therefore more rewarding to those 
who persevere). 

With established titles like FIFA 
'99 and Actua Soccer 3 due to be 
released around the same time as 
Michael Owen's WLS '99, the game is 
certainly up against some 
heavyweight opposition. However, 
with Michael Owen - a young man 
who can do no wrong at the moment 
- behind it, it seems destined to push 
both titles right to the wire in the 
race for Christmas honours. ■ 



THE GOALKEEPER AI HAS BEEN MUCH IMPROVED FOR THIS LATEST VERSION TO PREVENT THE SOFT GOALS THAT WERE POSSIBLE IN THE ORIGINAL. TAKE NOTE EA! 









THE PLAYER ANIMATION, AS THEY TAKE 
THE BALL ON THEIR CHESTS AND TAKE 
IT DOWN IS SIMPLY FANTASTIC 


FIRST IMPRESSIONS... 


TMs game will sell because... 

The endorsement of Michael Owen will help push 
this game up the charts. The improvements that 
lave been made should ensure that this pushes 
HFA '99 and Actua Soccer 3 for honours 

The developers need to... 

mprove the speed and fluidity of the way the 
]ame plays. Passing in the original was slow and 
cumbersome, and this area of the game certainly 
leeds to be improved if Michael Owen is to push 
for honours this Christmas. 

Real teams will help because... 

Everybody likes to play with the real teams. 
Playing with Mikel Awen from Liverpood’ is 
just not the same as the real thing. The 
original never had the genuine teams and 
players (other than through a cheat), but this 
sequel is going to have all the familiar stars 
playing for the right teams, in the right 
positions. Amen to that! 



PUBLISHER 

EIDOS 

DEVELOPER 

SILICON DREAMS 

RELEASE 

NOVEMBER 

WEB SITE 

www.eidos.com 

PLAYERS 

1-4 



felt quite sluggish as your players ran 
around the pitch, but now they have 
a real zest, and the game flows much 
quicker than before. 

No football game has ever escaped 
the curse Of the 'soft goal' - certain 
types of shot, from certain positions, 
that beat the keeper nearly every 
time - but World League Soccer 
seemed to have more than its fair 
share. In the new '99 version we are 


chest and taking it down. Silicon 
Dreams are building on this with the 
help of Michael Owen. Help with the 
motion captured animation isn't the 
only contribution that the young 
Liverpool star has made; he has also 
recorded a few bits of commentary 
to go with that recorded by Channel 
Four's Italian commentary team of 
Ray Wilkins and Peter Brackley. 

Unlike the original game. World 
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n he original two Prince Of Persia games were simply way ahead of their time 
in terms of animation, using the burgeoning motion-capture technology of the 
day to make the Prince move in an impressively realistic manner never before 
witnessed. The gameplay, though, was of a traditional 2D style, and now Red Orb 
have seen Lara and her like dominate the genre of adventure games and have 
resolved to fight back. Using two new programs in Netimmerse 2.0 and Motivate. 
Red Orb have managed to take the animation to new heights of realism, whilst still 
allowing level designers the freedom to make them as intricate and difficult as 
they wish. If they manage to pull off this impressive feat, it could be one of the 
most stunning games anyone's seen in years. 


16 I December ’98 


PRINCE DF 

If you loved the Sinbad movies, this may be the game for you. 

Prince Of Persia 3D promises enough action to keep you going 
for more than a thousand and one nights. 


the Princess away to his mountain 
stronghold, leaving the Prince 
languishing in a dungeon. You have to 
guide the Prince out of the dungeon and 
across fifteen huge environments until 
he succeeds in rescuing his beloved. 
Sounds easy? Not on your life. 

Anyone who’s played one of the 
original Prince Of Persia games will 
remember how difficult the puzzles 
were, yet also how often they heard 
themselves saying, "just one more go 
With this new 3D environment, be rest 
assured that this game will be very 
tough and will certainly provide a 


MOTION CAPTURETASTIC! 


nee upon a time, many years 
ago, there was a Prince Of 
Persia game released that 
impressed many people and was a big 
success. Its sequel also proved to be 
popular, using the same blend of 
ingenious puzzle action and gob¬ 
smacking animation in a 2D platform 
adventure. Now with Lara doing her 
thing in a 3D environment. Red Orb 
are going to release a 3D version of 
the Persia games that's going to send 
Lara back to her stately mansion with 
her tail between her legs. This 
promises to boast gorgeous 3D 


animation, lighting effects and 
impeccable sword fighting action 
inspired by Hollywood's best 
swashbuckling action. 

Prince of Tomb Raider? 

The basic premise of this latest 
incarnation is pretty similar to the 
previous two games. Yet again, the 
Princess has been kidnapped, but this 
time by Rugnor, the half-human, half¬ 
tiger son of the evil King Assan, the 
Sultan's younger and very jealous 
brother. After luring the young Prince 
and Princess into a trap, Rugnor spirits 
























Is it going to put Lara 
in her place? 

Red Orb hope so! The gameplay in Prince Of 
Persia might not offer anything new, but the 
sheer quality of the game’s graphics could 
catapult it to 'instant classic’ status. 

But graphics aren’t everything... 

A fair point, but it’s taken the Tomb Raider 
series three attempts now at improving the 3D 
game engine, while it looks like Prince Of 
Persia will succeed at the first attempt. 

And let’s not forget... 

The first two games are deservedly seen as 
classics, and by updating them for the 
nineties. Red Orb may have a very valuable 
gem on their hands. 


DEVELOPER 


IN-HOUSE 


WEB SITE 


PLAYERS 


THE PRINCE’S FIGHTING STYLE REMAINS SIMPLE THANKS TO THE STRIPPED-DDWN CONTROLS. WHILST VISUALLY IT HAS ALL THE FLUIDITY AND GRACE OF ERRQL FLYNM 


challenge to anyone who reckons 
they're a bit tasty at any of the Tomb 
Raider games. 

I know I keep comparing Prince Of 
Persia 3D and Tomb Raider, but when 
you see the finished game you'll 
understand why. Both have ongoing 
storylines that develop through the 
game, as well as an immersive 3D 
world with a certain amount of 
interaction. As well as this, both 
games feature tricky puzzles that at 
first will completely confuse you, but 
once you've solved them, you'll 
wonder how on earth you got stuck in 
the first place. 

Buckle your swash 

What will definitely set this game 
apart from its rivals will undoubtedly 
be the graphical quality, not only in 
the backgrounds, but the game's 


walls - and has a definite atmosphere 
to them, like the docks with their 
greenish hue giving everything an 
eerie feel. The game’s developers 
haven't stopped there though, and 
even the various characters in the 
game, such as the eponymous Prince, 
look and move in an astounding way. 
Using the very latest in motion 
capture technology, the animation in 
this game as the Prince jumps, climbs, 
runs and sword fights is definitely 
going to be second to none - his chest 
even rises and falls as he breathes 
heavily after exertion. 

With sword fighting being a crucial 
part of the gameplay. Red Orb have 
ensured that this will be of the same 
level as the rest of the game’s 
animation. Using a Dynamic Collision 
Detection system, the sword fighting 
will feel very realistic - although having 


This game wiil be very tough and provide 
a challenge to anyone who reckons they're 
a bit tasty at any of the Tomb Raider games 


characters as well. The backgrounds 
range from dingy dungeons to 
sumptuous Persian palaces dripping 
with opulence. Each of these 
environments is beautifully detailed - 
right down to the skeletons of old 
prisoners still hung up on the dungeon 


never engaged in a life-or-death battle 
with scimitars. I'm only guessing at 
this. Prince Of Persia will feature a need 
for very precise and well-timed moves 
when sword fighting, otherwise you 
may end up getting hurt by your 
opponent, and this does away with the 


frantic button pressing seen when 
fighting in other 3D adventure games. 
With several different weapons at your 
disposal, including a bow and arrows, 
you will probably have to learn different 
skills for different weapons, adding 
another dimension to the gameplay. 


Fit for a king? 

Prince Of Persia has been in 
development for quite a while now, 
and at this point is still not quite 
ready for release. Obviously the 
developers are still trying to improve 
the game that little bit more, although 
at this stage the graphics surely look 
about as good as they can be. With no 
playable code, it’s still too early to say 
how the game will actually play, but if 
the press releases and graphics are 
any indication, this game should be a 
real treat. It just remains to be seen 
whether Prince Of Persia will prove 
itself a worthy challenger to Tomb 
Raider III or any of the other 3D 
action-adventure games that we'll 
see this Christmas.! 
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BALDUR'S BATE 




Time to unpack your broadsword and get 
that leather armour out of mothballs. 
Dungeons & Dragons is back... 

and this time it's fully rendered! 



1 


I ungeons and Dragons kicked off 
the whole RPG movement way 
I back in the 70s, and now stands 
as a multi-million pound industry with 
legions of fanatical followers all over this 
lump of cosmic dirt we call Earth. The 
table top games pioneered by DSD (and 


to spend painting each of their characters 
and memorising a volume the size of the 
Guinness Book of Records. Baldur's Gate, 
an officially endorsed Advanced Dungeons 
S Dragons product, will provide bedroom 
barbarians with a vast magical adventure 
at the click of a mouse button. Actually 


A vast magical adventure at the 

click of a mouse button 


later Warhammer) still remain very much a 
niche market with vast, incomprehensible 
rule books and all sorts of paraphernalia 
needed to get started. The medium of the 
PC is vastly preferable for the vast 
majority of players, who haven't got weeks 



it's not just barbarians who are catered 
for: you’ll be able to design and customise 
your character more or less from 
scratch, choosing their sex, race (dwarf, 
human, elf, etc.), alignment, personality, 
skills and other attributes to get just the 
character you want. 

Keep it up 

The game begins within the walls of the 
mighty Candlekeep, where you can meet 
a few people and find a few objects 
before heading out into the wide world 
of Sword Coast, part of the Forgotten 
Realms (if you’re interested). There’ll be 
various plots concerned with diminishing 
iron reserves and discovering your own 


•4 % 
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Baldur's Gatet 



YOUIL ENCOUNTER ALL KINDS OF ENVIRONMENTS 

identity, and it’s the people you meet 
along the way who’ll have the greatest 
effect on how you progress through the 
game. As with any self-respecting RPG, 
there’ll be characters to interact with, 
but Baldur's Gate promises more than 
ever before, with more diverse agendas 
- some will want you to help them (if 
you wish), others, obviously, will be 
hostile. You’ll also be able to recruit up 
to five characters to join your party, 
which should provide an interesting 
extra twist of strategy. Having the 
right blend of people in your group is 
bound to have a bearing on the path 
you’ll take through the game. 


ALONG THE WAY. EACH WITH THEIR OWN PITFALLS _ 

bring things further to life, the world has 
a proper day and night cycle, including 
the golden rays of sunrise and hazy dusk 
leading into night to give the illusion of a 
living real-time landscape. We’re also 
promised changing weather conditions 
and a completely non-linear storyline, 
allowing unprecedented freedom to 
explore the gameworld. 

Gameplay and combat will be real-time- 
based. but in the heat of battle there’ll be a 
handy device to avoid confusion in the 
melee. It’ll be possible to issue orders while 
the game’s paused, so you can play combat 
sequences almost as if they were turn- 
based. How other characters react to the 


The multiplayer option was disabled in 
our preview code, but this promises to 
be one of the most interesting features 


To give the world a sense of realism 
it’s all pre-rendered and non-tiled so no 
two bits look the same. The isometric 
viewpoint will be non-rotatable, which 
might seem a bit old-fashioned, but it 
means a lot more graphical detail can be 
packed in. compensating this slightly 
archaic approach with visual interest. To 


player will depend on various things. Story¬ 
telling bards are more readily accepted 
socially, whereas barbarians might not be 
so popular. Similarly, players will establish a 
reputation depending on how they play - 
being a thieving toerag might get you 
something for nothing, but you won’t make 
many friends in the process. 






Etag S’redlab 

Having played through the early 
sections, this is clearly going to be a 
big game in terms of size and 
challenge. The idea of choosing 
which tasks to take on and which to 
ignore is nice and gives the player a 
sense of decision-making so often 
lacking in computer RPGs. The 
multiplayer option was disabled in our 
preview code, but this promises to be 
one of the most interesting features, 
especially over the Internet. Human 
players will be able to meet and form 
bands, though one player will have to be 
designated as the central character as 
if it were a normal single player game. 

There haven’t been too many 
serious fantasy RPGs in recent years. 
Claimants to the genre have tended to 
be more geared towards strategy or 
arcade action, so it’s nice to see an 
almost back to basics approach insofar 
as the gameplay is concerned. Our 
version seemed pretty much all there, 
and it seems as though the 
programmers have successfully 
incorporated most of the important 
elements of ADfiD, yet the gameplay 
and control system remains reasonably 
intuitive. This should be a feast for 
fantasy fans to look forward to. ■ 


THE IN-GAME CHARACTER ARTWORK IS 
EXCELLENT AND HELPS TO GENERATE A 
SUITABLE ATMOSPHERE 


FIRST IMPRESSIONS.. 


Baldur's Gate will succeed because... 
RPG fans have been waiting for a decent new 
example of the genre for a long time. Recent 
so-called RPGs have tended to lose sight of 
what the genre's all about in the quest for 
fancy presentation. 

It'll appeal to RPG fans because... 
The extent to which you can customise your 
character and the subsequent scope for 
further development make it a really ongoing 
quest in the classic RPG-style, and not just a 
series of tasks to complete or baddies to beat 


It should be a long term hit... 
The challenge is great, with absolutely loads 
of places to visit and heaps of tasks and 
missions to undertake, not to mention dozens 
of varied characters as well! 

And furthermore... 

Despite 2D rendered graphics, it looks rich 
and attractive, although the world could do 
with more animation to bring this rather 
exciting role playing title to Ufe 


. 
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THIS NEW EIDOS TITLE 
MARKS A BIG LEAP FOR 
THE REAL-TIME STRATEGY 
GENRE. THE TERRIFIC NEW 
GRAPHICS ENGINE IS A 
REAL STEP FORWARD 


WARZONE: 2100 


At last, we see a shift in the RTS genre. Here is a game that promises 
an impressive 3D engine with rotatable camera and the ability to design as well 

as build your units of war. Welcome to the next millennium. 




I e have already had a good 
play on Warzone: 2100, after 
I insisting we take some ECTS 
code back to the office to look into 
this new phenomenon from Eidos and 
their development buddies. Pumpkin 
Studios. With us all being well versed 
in the way of RTS gaming after 
reviewing everything fron) Ages of 
Empires through to Dominion, it 
wasn’t going to take long to see 
exactly what this new game had to 
offer over its many rivals. 


The most notable advance we could 
detect was the breakthrough in the way 
they are arranging the research and 
development. Rather than in most RTS 
games, where the research is left hands- 
off. you construct the lab first, man it. 
and it then goes about its merry way 
improving armour, weapons and power. In 


Then, with the new information, your 
factories can build a new vehicle with 
tracks instead of wheels or a laser cannon, 
depending on what you have picked up. It 
is all really like playing with LEGO. The only 
other game that has had this level of 
research with accompanying development 
is Warbreeds by Red Orb. but 


You have much more control over what 
is being developed at any time and exactly 
what that development gets applied to 



IVarzone: 2100, the player has much more 
control over what is being developed at 
any time and exactly what that 
development gets applied to. For example, 
as you wander about the map in your 
standard tank (no research required to 
begin with), you will stumble across crates 
and other such goodies that, once picked 
up. can be researched back at the lab. 



unfortunately the rest of that game was 
rather limited and it was about mutating 
genes rather than building tanks. 

story bored 

Of course the story line had to be 
futuristic (we are still waiting for a Lost 
City of Atlantis game!), mainly to allow for 
the massive war and being able to build 



AS YOU CAN SEE, THE GAME ENGINE CAN COPE WITH A LOADS OF 3D UNITS ON THE MAP AT ANY ONE TIME. PLAYERS WILL BE ABLE TO SPLIT THE VARIOUS TANKS INTO THEIR OWN GROUPS AND SELECT TARGETS EASILY 


I ULTIMATE PC I Issue 16| December ’98 
















machines quickly, but still, you don't really 
need much of a text to this sort of game. 

The game is set on Earth in the 21st 
Century after a nuclear disaster that has 
left billions dead or dying. The collapse 
that follows leaves only about a million 
people on the planet. Split into many 
smaller factions, the return to war 
machines and ground combat was 
inevitable, hence the scrapyard/Blue Peter 
approach to research and development. 

Pumpkin Studios have kept the plan 
simple: conquer North America and 
reclaim the lost territories. Split over 
three campaigns, the levels we have 
worked through so far vary insofar as 


the range of opponents that you come 
across and the different objects you can 
pick up, along with some time challenges, 
make things a little more tough. 

Another breakthrough 

The other main advance in the game must 
be the detailed 3D engine. Texture mapped 
in so much detail (especially in accelerated 
mode) the landscape is varied, challenging 
and visually impressive. In the same way so 
are the buildings and vehicles - we are not 
talking C^?C-style 2D sprites. Deformable 
terrain, stereo surround sound, explosions 
and gas fume effects also play a large part 
in the graphical look of the game. 


Forget CPUs 

The network and Internet play options 
also could prove to be full-on. Even 
though the early code was freezing a 
bit when we tried to link up, we still 
had enough of a bash to work out 
that building and defending your base, 
while having to venture out for more 
oil reserves, was exciting enough to 
keep us wanting more. It looks as If you 
will still have the chance to develop 
vehicles, but the set-up screen also 
allows you to begin with well-equipped 
armies if you so wish. 

To sum up. Pumpkin Studios seem to 
have pulled out all the stops for this 
game. Eidos have such a good roster at 
the moment - they have done well with 
the likes of Tomb Raider III and 
Braveheart. In fact they are probably 
breaking more boundaries with this 
game than Eidos’ other great hope. Ion 
Storm with Dominion and Daikatana. 
Pumpkin are certainly a company not to 
be overlooked for the future. ■ 



□ layers will also be able to construct a Command Droid capable of actually learning 
tactics as the game progresses. Experience is the key here, so if a Command Droid 
stays back at base like a coward, his experience will be very limited and he will probably 
be liability in the ruckus of war. Other droids will have the ability to explore new areas of 
the map. repair damaged structures or vehicles (something that proved to be essential in 
Total Annihilation) and protect your Command Droids. Without them the rest of your troops 
function much less effectively. Along with your high powered vehicles that you can design 
to your own specifications, you also have to deal with the funny and rather unstable¬ 
looking dumper trucks. These chaps do all your hard work for you. rapidly building 
factories, derricks and power plants where ever you think you need them. 


FIRST IMPRESSIONS... 


Warzone: 2100 pushes the 
envelope because: 

So many new features, enhanced research and 
development will provide a game with near¬ 
enough limitless gameplay. The fact that the 
advancements during the game are controlled 
by the player makes the whole game less 
scripted. This also allows for a smooth learning 
curve, as not all aspects of the game are 
available from the beginning. 

Warzone: 2100 will be simple to 
play because: 

The game’s interface is simple, 
straightforward and well designed, and 
doesn’t obscure the view of the battlefield. 
Menu bars flip up and down as and when you 
need them, leaving only two square blocks on 
screen throughout the game - one for the 
map and one for the six main options. 

Any problems we can see at 
this time: 

Not really. No sign of air units, which may 
be disappointing if they don’t plan to 
incorporate some nifty planes. We did 
notice jet packs for droids, but other than 
that, nothing airborne. We will know more 
either way when we receive Alpha stage 
code for the game. 


PUBLISHER EIDOS INTERACTIVE 
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Work in Progress 
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This all-new space combat game is set 
to feature more than 30 huge missions of 
clashing warships, fighting In full scale 
simulated environments. New weapon 
systems (the Anti-Matter Field Projector 
Device and Tractor Beam Resonator 
Cannon are two examples), interactive 
space terrain and rich graphics are just a 
few of the features which gamers can 
enjoy as they aim to prove themselves as 
successful Klingon warriors. However, 
those Interested will have to wait until 
next year to get behind the controls and 
destroy the Federation. i 


F ed up with playing Star Trek 
games where you’re always on 
the side of the Federation? 

Would you prefer to blow the captain of the 
Starship Enterprise into space (d'oh!)? Well, 
In Star Trek: Klingon Academy you can do 
exactly that. As a young Klingon warrior, 
you must answer to General Chang, the 
most powerful living warrior In the Klingon 
empire. His face may look like it’s been 
taken to with a large axe, but he will be 
able to teach you many skills, enabling you 
to progress through the ranks and become 
more than just a wannabe. 


FOLLOWING UP THE SUCCESS OF STARFLEET ACADEMY. INTERPLAY ARE NOW GOING TO GIVE 


around an immortal character who 
suffers from amnesia and must find 
his own past, as well as his identity and 
destiny. When the player dies and Is 
resurrected with his memory erased, 
he is stalked and must find out what 
keeps on killing him. y 


D | eveloped by the role-playing 
i game division of Interplay 
' Productions. Black Isle Studios, 
when released in spring next year, . 
Planescape Torment will be the very 
first computer RPG set in the . i 
Advanced Dungeons S Dragons ■ - 
world of Planescape. 

A "stunning, expansive and s 
highly detailed game 
environment" awaits 
players, with other features 
such as real-time lighting, 


weather effects, huge background 
animations, massive spells and fully 
rendered, non-tiled backgrounds. 

The game’s producer. Guido Henkel 
^ - best known for his work on the 
- Realms of Arkanis series - was 
p ^ keen to work on the game from 
> the start, and after flicking 
^ through the design documents. 

knew that the game would 
;■ } be like no other Advanced 
I Dungeons and Dragons title, 
story of Torment revolves 


ICNUS 


BLACK ISLE STUDIOS WAS SET UP BY INTERPLAY WITH THE SPECIFIC TASK OF DEVELOPING 
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war and multiplayer optior 
accommodate 16 players fl 
together or against each o 
find out more about this ir 
looking helicopter combat 
simulation, read our detail 
preview on pages 56 and 5' 
meantime, why not try yoi 
our fantastic competition ■ 


Apache Havoc. 


THE AP ACH 
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Ol lOOf inti recent war did the Apache Longbow 

^UIbwHUII prove itself a more than competent anti-tank buster? 


200,000 

situps 


540 miles 







f^ply write your answer on the 
back of a postcard (or use your saliva 
to seal down an envelope), pop your 
details on the back and send it to: 

Top Gun Compo. ULTIMATE PC. Rapide 
Publishing. 1 Roman Court. 48 New North 
Road. Exeter. EX4 4ER Easy as that. 



1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
forget about licking the back of 
more than one stamp! 

3. The editor's decision is final. Entries 
should reach us no later than 30/11/98 


in full 
gear. . . 


lOlst Airborne 
in Normandy 

June 6, 1944: 

The eve of D-day, 
troops of the 101st Airborne 
were ordered to parachute 
behind enemy lines 
and stop the German 
re-inforcements from 
reaching the 
beaches of Normandy 
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Here, by consensus of the ULTIMATE PC team, are the five finest 

first-person perspective shoot-'em-ups money can buy. 
So holster that side arm and get in line, soldier! 
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is. well, difficult. It would have been nice to have 
the option of playing a human as well, however, as 
being a Klingon might not be to everyone's tastes. 
After all. who wants to walk around looking like 
they've got a rack of spare ribs stuck 
permanently to their face? ■ 


JiOOD USE - THE TEXTURES AND LIGHTING EFFECTS 


Quake 11 


I uake was the game which established 
Internet deathmatch gaming, and what 
can you say about the sequel which 
hasn't already been said over and over? Granted, 
it's starting to look a bit dated in the light of 
more recent games. The graphics are quite bland 
and lacking variety, but it still plays like a blinder. 


even now. Though the likes of Klingon Honor 
Guard and Unreal have put it in the shade 
graphically, and the imminent SiN and Half-Life 
are set to do the same thing, it remains most 
people's number one deathmatch game, and 
we're certainly not going to argue with that. 
The recent mission pack introduced new 
weapons, and with the vast number of skins 
and deathmatch levels available over the 
Net. it's still a formidable title. ■ 


iiisr 


Honor 


I mploying the Unreal engine. Honor Guard 
is. as you'd expect, a visual treat. The 
I characters look excellent, even close-up. 
and the textures remain clean and unwarped. If 
you're a fan of Star Trek, then you're bound to go 
a bundle on it. especially later on when you get 
your hands on some very nice weapons indeed. My 
only concerns relate to the difficulty level which 
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Jedi Knight 


Unreal 



n he much-heralded Unreal took an 

absolute age to make the journey from 
announcement to release, but when it did 
it proved to be well worth the wait. The all-new 
engine left Quake II flailing in its wake, as it 
introduced wonderfully fluid new effects and a 
truly eerie atmosphere. The single-player game 
had more structure than that of Quake II. its 
main rival, but it lost out in deathmatch mode. 
Experienced Quake players were hoping Unreal 
would take multiplayer gaming to a new level, but 
unfortunately the clear simplicity of Quake II 
provided a more satisfying challenge over 
network and Internet. ■ 



edi Knight was the follow-up to Dark 
Forces, which received mixed reviews for 
its Ooom-in-the-Star-Wars-universe 
gameplay. The twist was the Jedi theme, which 
enabled the player to learn and improve various 
Jedi skills as the game progressed and then import 
these into multiplayer deathmatch. This was a nice 
idea and encouraged some sort of connection 
between the single player and deathmatch options. 
As an action game it played pretty well, but it was 
the Star Wars licence which really elevated it to 
the status it achieved. Even 21 years after the film 
was released. George Lucas' magic dust retains the 
power to make a good game great. ■ 



Duke Nukem 

n he oldest title in our top five, and the only one to predate that wonderful thing known as 3Dfx. It 
looks very modest now. with no light sourcing and no graphic acceleration, but the Dookster 
deserves his place in the top five because, despite more recent offerings, this one retains a 
character all of its own. While Lara Croft was a carefully constructed phenomenon, the result of a lot of 
money and a lot of PR. Duke Nukem. by contrast, achieved his cult status on the back of simply being a 
cool character. Excellent level design and liberal dashes of ironic humour didn’t do any harm either, as Duke 
Nukem established itself as a firm favourite of everyone who played it. ■ 




38 practice 
jumps 

12 miles on 
his hands 
and 

knees... 





lOlst Airborne 
in Normandy 

In 101: 

101st Airborne in Normandy, 
you lead a group of 
18 paratroopers through 
multiple campaigns and 
combat engagements 

in this gritty 

strategy simulation 
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game progresses later on. For 
example, on the first level 
you begin in a helicopter, 
shooting from the fixed 
mounting machine gun. If 
you're able to destroy all 
the turrets, the helicopter 
can land on the roof and 
you can enter the building 
that way. If not. the 
helicopter puts you on 
the ground so you have 
to go in the front door - 
much more dangerous. 

Later on. the possibilities 
become even more 
intriguing, like blowing up 
a damn leaves one level 
entirely underwater. 

However, fail to blow up the 
damn and it'll remain high n' 
dry. We can hardly wait! ■ 


YOUNG GUNS 

Now a look at five of the top games looking 

to establish themselves as genre leaders over 
the coming months. Which'll win the shoot out 

and which’ll end up eating dirt in the street? 


Duke Nukem 
Forever 


I he follow-up to Duke Nukem 3D was 
originally planned to use the Quake II engine. 

1 but this was later abandoned in favour of 
Unreal's, which allows the creation of much more 
wide open outdoor-style areas which Qll struggles 
with. Duke Forever promises to retain the wicked 
humour of the original but bring the gameplay right 
up to date with the best of the current crop and 
near-future first-person shooters. Ten weapons are 
promised. Some will be carried over from the original, 
but expect some new ones as well. There are also 
plans for vehicles, and we could see Duke struttin' his 
stuff on a Harley and jet ski. among other 
possibilities. If you're already a Nukem 
believer, you'll be foaming at the 
mouth in anticipation of his 
greatest adventure yet. . 
and it should be one of 
the games of '99. ■ 


H nother example of what can be done with 
the Quake II engine, a little bit of know 
how and a big dollop of imagination. 
Weapons this time are more like real weapons; 
machine guns, sniper rifles - that kind of thing. 


The multiplayer mode doesn't have too much to 
distinguish it from the masses, but the single 
player game is packed with features which 
promise to make it really engrossing. The unique 
selling point (or 'USP'. as we call 'em in the trade 
’cause we’re like that) is that doing certain 
things can have a profound effect on the way the 
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I his epic from Doom/Quake creator John 
Romero has been in development and the 
I subject of speculation for so long now it's 
hard to predict what will be made of it when it finally 
sees the light of day. The concept is certainly an 
ambitious one. Unlike the majority of first-person 
shoot-’em-ups, Daikatana will follow an intricately 
scripted story line involving time travel, a cure for 
AIDS and the Daikatana itself - a great Samurai 
sword. Our time-travelling hero will do battle in vastly 
different times and environments, from ancient 
Greece to medieval Britain and post-apocalypse San 
Francisco, all with the appropriate weapons and 
adversaries. Can it live up to its billing and the 
expectations built up by so many delays? Only time 
will tell. Expect a review... well, whenever. ■ 



I t’s the game that fans of the first-person 
shooter genre have been waiting for. and 
I waiting for and waiting for. Finally, though, it 
seems we may receive a full review version of 
Cendant's Half-Life pretty soon. But after playing the 
preview version that recently arrived in the office, it 
wouldn’t take a psychic to predict that Half-Life is 
going to be as huge as a big. fat brontosaurus. And this 
is thanks not only to an atmosphere so intense that 
you'll wet your undies, but features such as being able 
to interact with game characters will have gamers 
immersed for hours on end. Whether or not the game 
will attract such a wide multiplayer audience as Quake 
II we won't know for a while, but as a single player 
adventure, it's going leave other games well and truly 
in the gutter. Check out the full preview this ish! ■ 



Quake III 



I 


I f the games here, for the vast majority of people this will be the most eagerly anticipated of the lot. The 
Quake brand is so strong and the first two games have been of such a high standard. Qlll will be expected 
I to be nothing less than definitive. Not much is known about it as yet. There are no screenshots around, 
and it'll be some time before we see any. let alone anything playable. However, success breeds its own problems, and 
to live up to expectations the team behind it are going to have to produce a masterpiece. We know it'll be hardware- 
only. so start saving your pennies for the next phenomenon to emerge under the Quake banner. ■ 



Shot 

dead 

before he 
even hit 
the 

ground. 



101St Airborne, 
in Normandy 


From the barracks 
to the battlefield, 

you will command 

every aspect of the 
legendary landings: 

80% casualties were 

expected. 

30% were actually lost. 
Can you do better? 
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At the recent ECTS in London, ULTIMATE PC chatted with the geniuses behind the 

Championship Mamg mi® MiJiiVifr Oliver nn 

and found out just how their latest project is coming along. 



CHAMPIONSHIP 

MANAGER 

Released on the Amiga in 1991. 
Championship Manager redefined 
the football management genre. 
Kevin Tom’s Footbatl Manager had 
reigned on the C64. but it was 
Championship Manager that ruled 
on the Amiga. Several tried to 
emulate it (Premier Manager and 
Tactical Manager being two of 
the better ones), but all failed to 
match this imperious 
management game. With accurate 
statistics, a realistic match 
engine, and three great little bars 
which told you how well your 
team was playing, it was one of 
the classic games of its time. 


ii!'i So what’s new about CMJ? 

Q& The whole thing has been redone. 
We haven't left a stone unturned. 
We've rewritten the whole thing 
basically. Every part of the game has 
gone under review, and now it’s 
bigger, more detailed, the user 
interface has been adapted to cope 
with the game being a lot bigger, the 
match engine is more sophisticated, 
there are more tactical options, 
there's more statistics generated, 
there’s a better transfer system 

PC Basically the whole lot! 

UPC: You just mentioned the user 
interface - one of the few criticisms 
levelled at Championship Manager 2 
was that its user interface was not 
particularly easy to navigate. What 
have you done to correct this? 


iir: The criticism was that to get to any 
part of the game and from one part to 
another you always had to keep going 
back to the main menu first, so it was a 
little bit cumbersome. So what we’ve 
done is introduce a type of Windows 



Start menu. Now. on any screen, you 
can jump to any other part of the game. 

i ’ The main menu is on screen the 
whole time. 

OC We had to change things because the 
game is so much bigger. If we’d used a 
similar system to CM2 then there would 
be no point in having the information 
that we have in there, because it would 
be just too hard to get to. 

iH'i: You say there’s so much more 
information - how many different 
leagues are there now then? 

There’s sixteen different leagues, all 
of which can be run concurrently, but 
you’d need a pretty fast machine to do 
that. What we’ve done is allowed it so 
that you can run leagues in the 
foreground, or in the background. If 


they’re in the background you get ail the 
stats and all the league tables, but we 
use a slightly simplified match engine. 

PI You can’t manage a team that’s in 
a league in the background, but you 
have access to all the best players, 
top goalscorer tables and all that 
kind of stuff. 

UfM And all these leagues have 
accurate player stats? 

OC: Yeah! Basically you have the top 
sixteen leagues from around the world. 

PC. The extra ones from 97/98 are 
Brazil. Argentina, America. Japan and 
the Scandinavia countries. 

"ri:. And now there’s a lot more stats 
per person? 

OC. In CM2 we had about 25 stats to 
each person - we’re now on around 40. 

PC: For instance, we’ve differentiated 
between jumping and heading. You 
have a jumping stat and a heading 


stat. So defenders will be good at 
jumping, but their heading might not 
be so accurate. 

We’ve taken it on another stage, 
but we don't want to confuse the 
user. That’s one thing I’m quite aware 
of at the moment. We don’t want to 
give them so much information that it 
becomes difficult to play. So, with all 
this additional information, it’s been a 
challenge to keep it all usable. 

■■■ In the original and in CM2 you 
had some hidden stats, such as 
overall potential - are these still 
going to be in CM31 

I think it's a good idea because in a 
true simulation you shouldn’t need to 
look at how good a player is in a 
certain area, you should be able to 
deduce that from what happens in a 


game. So, where we’ve got things like a 
player’s dirtiness, there’s no point 
showing this as a stat as you can work 
it out from his disciplinary history. 

! Injury proneness is another one 
where you can look at how many injuries 
he’s had. There is a disciplinary and 
injury history in CMJ so you can. for 
example, look back and see what injuries 
a player has had through his career. 

One of the commendable features of 
the first two games was the accurate 
player stats. Fans could choose to 
manage their favourite team knowing 
that they were going to get the real 
players, in the right position and with 
the right stats. With some many teams 
and so many stats, how have you gone 
about collating all the data? 

OC. We have got a miniature editor 
which individual people can receive 
and correct all the information. So 
our French researcher could take the 
Paris St Germain squad and send it to 
the guys who support the team. They 
then correct it. send it back, and it 


We don't want to give them so much information 

i hat it becomes dit ficiiii to i’H 'y 
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can be merged back into our 
database. So we've got a three level 
system. It's the only way to do it. 
We're extremely organised. 

i: There were fears that the recent 
EA deal with the Premier League might 
mean nobody else could use the real 
player names from the Premiership 
clubs - is this the case? 

?? No. it's not an issue. EA have just 
bought a load of badges and Premier 
League logos and all that sort of 
rubbish, but we don't see a problem. It 


orC: One of the features you were talking 
about when we last spoke was the 
possibility of chairmen becoming more 
involved with the running of the club. 

jC: Yeah, we've got a database of non¬ 
players like chairmen and directors. 

' They each have their own 
characteristics. Some will want to 
make money, and they might put 
pressure on you if a good offer 
comes in for a player. Others might 
want long-term success and won't 
pressurise you. 


CM3 a network game, and it is a very 
good network game. Up to 16 people 
can join in via a LAN. and someone can 
be doing some transfers whilst 
somebody else can be playing a match. 
It's actually a completely new challenge 
compared to conventional network 
games. In most network games - Duke 
Nukem for instance - everybody's 
doing the same thing; they're all firing 
at each other. We've had to deal with 
the idea that somebody might want to 
be working on their tactics whilst 
somebody else might be making a bid 
for a player and somebody else could 


sSffid one an orsUne game 


won't stop Championship Manager 
being any different than it has been 
before. They've got a licence to 
something which we're not using, and 
that's the artwork. 

y?;’: So what new features can we 
expect to see? 

One of the things we've 
introduced is a reserve team. The 
reserve squad will play mirrors of the 
league games. So. if you're playing 
Leicester at home on the Saturday, 
then you will play Leicester away in 
the reserves. And all the stats will be 
kept and you’ll be able to look back 
at the fixtures and see who played 
well. This will help you to see who’s 
up and coming. 


FT So you don’t have complete 
control over which players you buy 
and sell anymore 

K- No. some chairmen will give you 
pressure if a good offer comes in for a 
player. Obviously, if you go against this 
it will affect your manager confidence. 
So you might decide to say 'f**k you. 
I’m going to keep him’, but then you'll 
be up against it because you'll be 
expected to do more. Or you may just 
get sacked! 

Is there going to be a network 
game in Championship Manager 31 

su The aim was always to do CM3 as a 
network game and then the next one 
as an online game. We set out to make 


be playing a match. These are the sort 
of things we have got in the game. 

■n. What happens if somebody has to 
log off? Will the game carry on? 

% Yeah. They’ll just go on holiday 
and the game will run their team 
automatically. 

When we first discussed 
Championship Manager 3, about a 
year and a half ago. you had a lot of 
big plans and it was obviously going 
to be a very ambitious project. Has 
there been anything that you have 
not been able to put into the game 
that you had originally hoped? 

ill, No! 
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CHAMPIONSHIP 
MANAGER 2 

The eagerly-awaited Championship 
Manager 2 was released on to the 
market in September of 1995. The 
game was an immediate best-seller 
and shot straight to number one in 
I the charts. It remained in the top 
twenty until Championship Manager 
97/98 was released in October 1997. 
The game fielded a database of 
around 10,000 players from around 
the world and offered players the 
chance to manage club teams from 
England and Scotland and any of the 
UK national teams. An advanced 
tactical editor incorporating player 
runs, formations and playing styles 
elevated it above the rank and file 
football management simulabons. 

The accuracy of player and team 
stats ensured it was a hit with fans. 
The oidy criticism with the game 
was that the international 
moiagement was too easy and the 
control interface was a little clumsy. 
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5.12.98 PM 



PC Not really. Everything's going in. We 
could have made a choice and left 
things out. but we decided in the end 
to stick with what we wanted to do. 

0(: If anything, we've ended up putting 
more in. Once you start putting things 

CHAMPIONSHIP 

MANAGER 

97/98 

Although similar in many ways to 
Championship Manager 2. CM97/98 
offered much more than just 
updated stats. The game featured 
nine different leagues, with players 
able to run any three of them 
concurrently. This allowed players 
the chance to manage all of 
Europe’s top clubs, such as 
Barcelona, AC Milan. Juventus and. 
of course, Torquay United! Players 
could also s^ect penalty amt 
corner takers for ithe firat ttme. 
and intemaboiTai management was 
a mi^h toughor fimposition. The 
financial side txi the i|aifie was 
toughened up loa wiih lifMimde 
much more iltlYculf; for secmid asai 
third diviston diioa. A jdayer editor 
allowed manager to linker with 
their team for the first time. 
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in. other things come to mind, and it's 
grown rather than been cut down. 

UPC; When you created the first 
Championship Manager game you 

r i: o 

were just trying to create a football 
management game that you wanted 
to play for yourselves. Now. though, 
there are millions of people eagerly 
awaiting Championship Manager 3 - 
do you feel there's an added 
pressure on you to come up with 
the goods? 

; ^ Well, it's our living, and if we don't 
get it right it won't be for much 
longer, but it's still mainly an 
enjoyment thing. We both look 
forward to going into work everyday. 

!!!'); So you’re still designing your 
games as ones that you want to play 
for yourself? 

■ : Totally! 

UPC; We remember you saying once, 
when we queried the painfully slow 
speed of CM2, that you weren't really 
programmers. Now that you’ve got a 
larger team working on CM3, can we 
expect it to run a bit faster? 

! !: It's going to be about the same 
speed, but there's a hell of a lot 
more. It's a more efficient code, but 
it's doing a hell of a lot more, so it 
evens itself out. 

1 You know when you see the results 
coming up? You can now break into 
this dead time and browse the game. 

ui'C: So what kind of spec are you going 
to be looking at for the game? 

OC; You're looking at something like a 
P133 with 16MB RAM. and that would 
be running one league comfortably. 


!‘i i What about if you want to run all 
16 leagues? 

ii! All 16 leagues in the foreground? 
You’re probably talking about 

I'l. A P400 with 64MB RAM should run 
it comfortably. 

1 think one of the things about CM2 
was that when it first came out 
machines were a lot lower spec and so it 
was quite slow, but if you play it now. you 
can run many more leagues at the same 
time. The same will happen with CM3. 

•ii’t Are you going to have training 
in there? 

i Training’s probably the one major 
feature which we are left to put in. 
and we’re actually not sure how we 
are going to do it. We’re waiting for a 
weekend of inspiration when it’s all 
suddenly going to become clear! 

O i ti ~ • 


UP It’s something you’re bearing in 
mind for the future though? 

i!' Oh yeah! We're softening to it. As 
the graphics technology improves 
then it becomes more likely. The 
problem is. you look at the way the 
players run around in some of the 
games - it's not like a football match. 

ii: We think that it detracts from the 
imagination when you are seeing the 
text. If you read 'Duncan Ferguson 
rises like an eagle and heads it in to 
the back of the net' and then you see 
a motion captured guy who doesn't 
look anything like him. then it takes 
away from what you are picturing in 
your mind. We want to do it one day. 
but we would have to spend a hell of 
a lot of time on it and we would make 
sure we put the same care into that 
as we do all the other things. 

lii: Originally CM3 was due for 


: i It’s likely to be along the lines of 
how much time you spend on certain 
things, as a team or as an individual. 

- ■ We don’t want it to have too much 
of an effect though. I think some 
games tend to overdo it. 


September, but now it’s looking to 
be released early next year. What's 
with the delay? 

Erm, just that we want to make it 
perfect. As usual. I think we’ve 
overestimated the time it would td« 


i' Yeah, you shouldn’t be able to turn 
Tony Adams into a great goalscorer 
just by setting him to shooting 
practice for a season. 

01' Yeah, that’s the danger. We have to 
come up with a better system. 

UP It seems to be the fashion at the 
moment, in all the other management 
sims, to have animated highlights. Is 
this something you've considered? 

! Not yet! 


i" Underestimated! 

Underestimated even. Whatever 
the word is! Obviously we had the 
World Cup to contend with, which 
distracted us a little bit. No. I think 
every game that we’ve done has been 
late. It's not something we're proud 
of. we just have to make sure that 
everything is right. Inevitably, 
because of the way we work -we 
just do it as we go along - we can 
only give a rough guess when the 
game is going to be finished. 





















Imagine a place where games are so lifelike 
that it's hard to tell fantasy from reality. 

Imagine a place where the very latest 
graphics card technology delivers a visual 
experience so rich and involving, it stays 
with you long after the game has ended. 

Stop imagining. Enter the Creative dimension 
whenever you see the Creative name. 

Your PC will never be the same again. 

Visit our web site or call 01245 265 265 for 
more information. 


3D Blaster Voodoo2T'^ 

• Features 3DFX Voodoo2 
graphics for the fastest 
gameplay ever 

• Delivers 180 million texels 
per second 

• Up to 50 billion operations 
and 3 million triangles per 
second 

3D Blaster Banshee^*^ 

• A complete 2D/3D graphics 
solution based on the new 
Voodoo Banshee chipset 
from 3Dfx Interactive 

• Features include 16MB of 
high-performance SDRAM, 
a 250MHz DAC and a full 
128-bit graphics engine 



creative 


Your PC's key to another dimension 

WWW. SDUNDBLASTER.CDM 


Sound Cards Graphics Cards Speakere PC-DVD Video 
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It’s been delayed again and again, but finally we’ve received previewable 

code of what has to be the most anticipated game of the year 


Enter Half-Life... 


et me start off by getting 
straight to the point and 
putting you out of your misery: 


WHAT’S THE STORY? 


O iding into work on a train is usual practice for Gordon Freeman. Wait for 
the security guard to let you out and then open the doors to the tightly 
secured chamber. Get an update from the guy at the reception desk and make 
your merry way to the locker room to pick up your protection suit for tests on a 
broad selection of devices that are sent to you. Chat with the scientists, see how 
they are. and get to work. 

Not all is right on this particular day. though. A test goes tragically wrong, 
and a massive explosion leaves bodies lying everywhere - some survive, others 
are clearly dead. The chamber has been hit bad. and some other life form is 
inhabiting what was once your place of work - you wish you really had got out 
of bed on the other side! 

Now you must get out and inform others of what’s happened. But with more 
obstacles than the Krypton Factor assault course, it's not going to be easy! 


Wow! It was all very well having 
optimistic expectations from looking at 
a bunch of nice screenshots and reading 
the press releases, but after playing 
Half-Life for the first time, it almost 
took a tug of war team to prise me 
away from what Is surely going to be 
the biggest game of the year! Although 
not a complete version and slightly 
rough around the edges (there's quite a 


lot of loading in the build we had), it 
wouldn't take Mystic Meg to predict 
that Half-Life is going to wipe the floor 
with any competition. 

Everything you've previously read 
about the artificial intelligence, the 
dramatic story line, the In-game 
scenes that will have you reaching for 
the sick bag - it's all true, and even 
better than we'd expected. 
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Half-Life 


eing a scientist, you don't usually 
carry a gun. but the events of the 


attempts to get a drink from the 
vending machine; it won’t let the can 
out. so he kicks it! There are plenty 
more examples of these activities going 
on, but it’d be silly to spoil it for you. 

Artificial intelligence is. of course, a 
major feature which games companies 
are always attempting to improve, and 
Half-Life will feature some of the most 
advanced Al ever seen in a first-person 
shoot-’em-up. Computer players will 
track you down and continue to hunt 
you until you’re dead. They will 
attempt to avoid your attacks, create 
ambushes with characters and do their 
best to put an end to your roaming. 

In addition to scientists, security 
guards who have survived the almighty 
explosion will help you if asked and can 
assist in the termination of quite a 
few monsters. 

As you can probably tell from the 
screenshots, visually the game is 
blinding. The Valve engine is incredibly 
smooth, and you’ll be amazed by the 
animation of characters, explosions, 
debris falling through lift shafts and so 
on. Even in software mode the graphics 
are excellent, so there’s no need to be 
deterred because you’re not equipped 
with a 3D accelerator card. 

We’re due a reviewable software 
pretty soon now. so hopefully next 
month will see us evaluate the final 


version. At last! ■ 
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Computer players will track you down 


behind them. Little touches like that 
and being able to shoot and use objects, 
buttons and other devices is set to 
make the player really believe that they 
are in control of the situation and their 
actions will either cause mass 


scientists, each have their own 
personalities, and prior to the accident 
which leaves you in an environment full 
of monsters, you'll see them going 
about their business. Enter the dining 
area and watch as a professor 


day and watching as your work>chums 
wander around with face-hugger-type 
monsters sucking the life out of them 
prompts you to quickly arm yourself - 
first of all with a crow bar. As you move 
around you can soon upgrade to more 
powerful weapons such as the trusty 
pistol, machine gun and rocket launcher. 


It can’t be true... 

Where games like Quake II manage to 
provide an exciting experience via a 
vast selection of weapons, monsters 
and wide open areas, Half-Life is more 
of an interactive movie. Developers. 
Valve have tried to ensure that around 
most corners there will be something 
going on or something to interactive 
with. So don’t be surprised to see the 
odd scientist having his faced sucked 
off by a bizarre creature or a security 
guard being ripped apart by a laser 
beam, accidentally triggered off by a 
huge explosion after a top secret test 
went tragically wrong. 

Located Inside the complex in which 
you are situated are scientists, who 
will sometimes prove very useful. One 
may give you a health boost, another 
may open a door which can only be 
opened via a retina scan. Of course, the 
first time you play you will undoubtedly 
be tempted to shoot one in the head: 
just watch as the blood flies out the 
back of their skulls and onto the wall 


destruction or save the day. The 
humans in the game, most of whom are 


HIGHLIGHTS _ 

Probably the best first-person 
action game ever made - or 
likely to be made. Cinematic, 
intense and highly addictive 

PITFALLS _ 

The very long intro may annoy a 
few people who want to get in 
and shoot some bad guys. Other 
than that, everything's rosy 
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We’re fully aware that Microsoft can produce realistic flight simulators - 

^ they’ve proved that with Flight Simulator '98 - 

^ but they’re soon to release something a little more aggressive... 




PUBLISHER 

MICROSOR 

DEVELOPER 

MICROSOR 

RELEASE 

NOVEMBER 

WEB SITE 

www.microsft.com/games 

PLAYERS 

TBC 


0 say that we've been 
inundated with flight sims 
recently would be an 
understatement. Whether all of that 
business with the embassy bombings in 
Africa prompted games publishers to 
rush out their games quickly we'll never 
know, but they're keeping 'em cornin' 
Let's start off by putting your minds 
at rest and telling you that Combat FS 
isn't an expansion pack for Microsoft’s 
highly successful Flight Simulator '98. No. 
instead the company have decided to 



come up with a whole new standalone 
product, and this is the first in what is 
expected to be a series of combat sims 
from the interactive entertainment 
division of Bill Gates’ huge software 
empire. It primarily focuses on WWII, with 
the Battle of Britain and the air wars over 
1940s Europe forming the main backdrop 
of the game. Apart from Fighter Ace, the 
Internet-only game, this is Microsoft's 
first attempt at a combat flight 
simulation. But from what we've seen so 
far, it's coming along very nicely indeed. 


Forget vertical take-offs, guided 
missiles and planes undetected by radar 
for a moment, because it’s time for the 
return of machine guns, lots of stalling 
and those cool furry bomber jackets. 

Bigger and better 

For those of you who own or have played 
Flight Simulator '98. you will know how 
ridiculously detailed the game is, from the 
plane physics through to the controls and 
how making a wrong move in a Boeing 747 
could put you in serious trouble or even kill 





you and your passengers. Although the 
planes that you will be flying in Combat FS 
aren’t as big and don’t place so many 
people in danger, in Combat FS you won’t 
just have to worry about ensuring that 
taking off, landings and air manoeuvres 
are almost perfect, you'll also be required 
to use your skills to shoot down and avoid 
attacks from enemy aircraft. 
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Microsoft Com bat Flight Simulator | 


GET YOUR MONEY BACK 



M'soft Cwnbat Right Sim 






Combat FS includes several different 
game modes: Free Flight. Quick Combat. 
Single Missions. Campaigns. Multiplayer 
and Training Missions. Of course, once 
you've got to grips with how the game 
plays and have finished some Quick 
Combat missions, you’ll probably be 
interested in taking on a full campaign. 
Here you will be able to fly in the Battle 
of Britain or fight over mainland Europe. 
Whether you decide to fly an Allied plane 
or get in the cockpit of the German 
fighters is entirely up to the user. 


Cockpit art is now very sharp - a 
vast improvement over Flight Sim '98 - 
and the same goes for the terrains, 
which as well as being elevated with 
rivers and valleys running through them, 
are also scattered with objects. 

At the moment the keyboard 
layout seems like it could do with 


swapping around somewhat as the 
controls can become cumbersome, but 
with the option of remapping, this 
isn’t a major problem. 

We are expecting reviewable 
software very soon, so don’t be 
surprised if you’re reading more 
about this game next month. ■ 


HIGHLIGHTS 

Incredibly realistic, fantastic 
landscapes, sounds and huge 
selection of World War 11 planes 
to fly around in 


PITFALLS 

The keyboard layout could 
possibly confuse those who 
are used to the Flight 
Simulator '98 set-up 
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Eat my bullets! 

Although a couple of features do need 
tweaking somewhat, the overall reaction 
to the code we have for Combat FS is 
very positive, and for anyone looking for 
a more challenging WWII sim. Combat 
Flight Sim could very well be the game 
that they’ve been looking for. 

With 3D acceleration enabled the 
graphics are a lot more impressive than 
FS '98, the sounds incredibly realistic and 
the gameplay - well, once you’ve played 
this for a while you’ll probably be well on 
your way to entering the real thing! 











H ike most simulation games, a lot of research was put into Combat Flight 

Simulator to ensure that is was as real-to-life as it could possibly be. Prior 
and during the game's production. Microsoft consulted a number of pilots during the 
project - ones who had hands on experience with fighter planes in World War II. 
Jack Stafford, for example, flew Hawker Tempests in 1944. and even shot down a 
German Me 262 fighter on Christmas Day. 


A NUMBER OF EXPERIENCED (AND NOW VERY WRINKLY. I SHOULD IMAGINE) PILOTS ARE BEING USED 
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1 Abes Exoddus 

PUBLISHER 

GT INTERACTIVE 

DEVELOPER 

ODDWORLD INHABITANTS 

RELEASE 

DECEMBER 

WEB SITE 

www.gtgames.com 

PLAYERS 1-2 


Picking up where the last game left oft 
Abe has returned to save more Mudokons, this time taking out 
the Soul Storm Brew factory in the process. "Follow me..." 




IT S GOOD TO TALK 


hough he might not be the ideal presenter of a 6T advertising campaign 
W-B (although he’d probably be belter than Bob Hoskins), it's essential that you 
learn all of Abes vital phrases to assist him in his progression through the 
game. If. for example, you need a hand at turning two wheels at once, you will 
be required to make friends with the Mudokon and then set him to work. Sure, 
sometimes they may need a slap around the face for being so bloody stupid, but 
most of the time words, as opposed to actions, do the trick. 


THE NEW ABE GAME IS NOT GOING TO HAVE VERY MANY CHANGES VISUALLY. BUT THERE 
WILL BE MA NY NEW CAMEPLAY ENHANCEMENTS. GIVING THE TITLE A FRESH OVERALL FEEL 


ith all the technology available which is even more challenging, fun to 

nowadays to produce amazing play and, of course, even more distressing 

new game engines and so . to those (i.e. everyone) who hated seeing 

forth, some argued that not enough those cute little Mudokons getting beaten 

people would be interested in a 2D down by the Glukkon slave masters, 

platform game. Well, the success of Like the original, it's not just Abe 

Oddworld: Abe's Oddysee proved all of who players get to control; now even 
those sceptics wrong, and it prompted more enemies can be possessed in order 

Oddworld Inhabitants to bring Abe to move to areas Abe would not usually 

It’s not just Abe who players get to control; now 
even more enemies can be possessed 

back again for another adventure. And be able to. And. like Abe. Game Speak 
yes. it's still a 2D platform game with (see box out) also applies to them as 

a similar premise, the same cruel well. We are expecting reviewable code 

batterings of your poor fellow of the game fairly soon, so watch this 

Mudokons. the same cute game speak space for a review! ■ 
and even more mind-boggling puzzles 
to challenge the wits of gamers. 

So. what’s changed? 

Well, for starters Abe's mission now 
entails destroying a brewery where 
Mudokon bones are being used to create 
an evil drink for the Glukkons. You must 
find the slaves and ensure they're sent 
to safety. However, in this respect it's 
not as easy as the original. The 
Mudokons have been blinded, and 
directing them to safety will be a 
considerably more testing task than 
the one you faced in the previous game. 

Surprisingly, no major visual changes 
can be seen in the game; the graphics and 
animation seem to have been kept more 
or less the same. Instead, the intention of 
the developers Is to improve on the 
artificial intelligence, creating a sequel 
























“Great atfhosphere, lush 
backgrounds and, joy of 
Joys, it's proper graphic 
adventure. Hurrah!” 

PC Gaming World 


step into the shadouis of Union City and prepare yourself for an epic graphical adventure full of espionage and murder. 
Become Private Investigator Joshua Reev and join the hunt for the missing agent Simon Ruby. Featuring five huge lev¬ 
els, over 80 locations and more than 60 minutes of plot-driven video sequences, Nightlong: Union City Conspiracy^*^ 
places you in the heart of a ujeb of intrigue luhere betrayal and deception are your only companions. 


Th€ truth must prevail 
Will you? 


NIGHTLONG UNION CITY CONSPIRACY ©1998 Team17 Software Limited. All rights reserved. Game designed by Trecision 
and developed by Team17/Trecision. Team17 and NIGHTLONG UNION CITY CONSPIRACY are trademarks or registered 
trademarks of Team17 Software Limited. Trecision is a Trademark of Trecision SRL. Published by Team17 Software Limited. 
Distributed and marketed by MicroProse Limited. MicroProse is a registered trademark of MicroProse Limited. 


www.team17.comwww.microprose.com 
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strategy gaming, but with a difference. If you loved Pizza Tycoon, 

then this city-based game will be right up your alley. 
Gang warfare and shooters help make this quite an interesting title... 


Gangsters 

PUBLISHER 

EIDOS 

DEVELOPER 

HOTHOUSE 

RELEASE 

CHRISTMAS 

WEB SITE 

www.hothouse.org 

PLAYERS 

ONE-FOUR 











THE BUILDINGS IN AND ARDUND TDWN ALL 
LODK WELL DESIGNED. BUT IT'S A BIT DF A 
SHAME THAT THEY HAVE TO DISAPPEAR SO 


Gangsters 

H IGHLIGHTS _ 

A original concept. Detailed and 
huge map with plenty of scope for 
gang warfare on many fronts. Loads 
of weapons and cool characters too 

PITFALL S _ 

Not 3D. so you can’t enter the 
buildings. If anything it could have 
too much detail, making things 
quite complicated for some players 
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S j tyle-wise. Gangsters looks 
' like something really new. A 

_ Sim C/ty-type game with 

painterly graphics, a huge map and 
gangs battling it out for control. 

The premise of the game is gang 
warfare. Each player must build up a 
group of hoodlums, each with specific 
skills. Whether it be a nifty driver, a 
sharp shooter or someone handy with 
a safe, you will need the full range of 
expertise to get on in this game. Wfi 
Players start off in an area of the 
city and try to get heavy on the 
locals to get them to pay up 
protection money. The aim is to 
either become mayor of the city or 
eliminate the three other players 
(either human or computer 
controlled). As well as this large-scale 
mission, the game also includes a 
number of scenarios. Sub-missions 
like gaining certain amounts of 
money or knocking off a particular 
character (like a rival gang leader or 
the mayor) will also give the game a 
good range of activities. 

Players gain power in the game by * 
accumulating wealth, men or 
territory. The only problem is that the’ 
fuzz are always on the case, and they 
are not afraid to shoot on sight. 

The only thing that may be a little 
disappointing is the fact that you can't 




see your men when they go in the 
buildings oh. and the fact that you 
can't go around indiscriminately killing 
innocent people. However. Gangsters is 
packed full of great features. 

The city is made up of thousands 
of buildings, including every 
business you can think of and about 
5000 people that live and work 
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new talent. You just give out the 
orders and they follow them. 
Sometimes they get caught or killed, 
but they have a better chance of 
survival if you kit them out with 
some decent weapons. 

Luckily there is enough detail in the 
game to make it worth playing over 
and over again. Games like Sim City 


around them. But the people that 
really matter in the game are your 
most trusted hoods, your 
accountant and lawyer and, of 
course, your gangsters. You don't 
actually train them up. they just go 
out to pool halls trying to recruit 
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suffer from too much economics - 
Gangsters will be much more 
humorous, like Constructor but will a 
cool Bugsy Malone vibe running through 
it. Now's your chance to get to the top 
by fair means or - more likely - foul. 
(Just like all great leaders!) 
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AS YOUR MEN WALK FROM JOB TO JOB, YOU CAN CHANGE THEIR ORDERS ACCORDING TO WHAT IS HAPPENING AT 


























There’s a whole new world out there. A world where PC-DVD Encore 5X includes: 


PC games look like movies. Where movies look and 
sound just like the cinema. Where everything, from 
feature films to vast reference works, comes on a 
single disk. 

Welcome to the Creative dimension of 
PC-DVD Encore™ 5X, the only complete DVD system 
for gaming and edutainment, including the Dxr2™ card 
for cinema-quality video. 

PC-DVD Encore 5X. Just install It and you're there. 

Visit our web site or call 01245 265 265 for more 
information. 


• The latest 5X DVD drive 

• Dxr2 decoder card for 
high definition IV1PEG2 
video playback. Plus output for 
playing DVD movies on your TV 

• Playback for your current 
CDs at up to 32x speed 

• Great DVD software bundle 

CREATIVE 

Your PC's key to another dimension 

WWW.SDUNDBLASTER.CaM 
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Preview 




Eidos have got a bit of a crime theme going on at the moment. Their two new 
games. Gangsters and Thief, both take place in dodgy underworlds, where you 
make your money out of other people's hard work. 


n he Dark Project is not like any other game we have seen. 

It's based around a group of characters that range from the 
very rich to the very poor. Those that live amongst the rats in 
squalid conditions Hike our hero Garrett) are light with their 
fingers and can get their hands on anytNng worth the effort. 
Viktoria (pictured second left in the artist impression sequence) 
has heard of Ns nifty skills and has recommended him to 
Constantine (far right), who is a wealthy collector of fine art. 
Garrett - now employed by Constantine - must face the likes of 
Handbow and the zombies that tie in Ns path to fame and fortune. 
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Garrett lives in a shaoowy city plagued 
with rats and mysterious persons. The 
city is run by an upper-class oligarchy, 
who command authority by using 
personal armies and follow some 
outdated religion called The Order of 
the Hammer’. With so much wealth 
around, it's not surprising that an 
entrepreneurial youngster like Garrett 
should wish to acquire some of this 
money for himself. 

A friend from his past has been 
locked up in Cragscleft prison. He owes 


Garrett money, so it is important for 
our man to rescue him and collect his 
dues. Unfortunately, his friend Cutty 
doesn’t survive, but he does live long 
enough to provide information about a 
priceless artifact. Garrett’s successful 
retrieval of this artifact has earned 
him plenty of attention, especially 
from a young woman called Viktoria, 
who represents a very wealthy man. 
This new promotion will take Garrett 
to new depths of the underworld, 
stealing precious jewels held in heavily 
guarded mansions and museums, and 
even on a quest to find a lost city. It 
all sounds like hard work 


Thief: Dark Project 

PUBLISHER 

UDOS 

OEVaOPER 

lOOKiHS GLASS 

RELEASE 

OECEMBER 

WEB SITE 

www.igiass.com 

PLAYERS 

TBC 


O ut of the two, Thief is looking | 
the more mainstream. 
Gangsters’ strategy emphasis 
makes it less easy to pick up and play. 
Thief, on the other hand, is a more 
accessible game: action/adventure 
elements fuse with stalking and stealing 
valuable artifacts, gold and treasures. In 
this game, the player takes on the role 
of Garrett, a spritely young character 
brought up no doubt by some Fagin-type 
character from birth. The game's 
detailed story line follows Garrett's rise 
to notoriety, in this olde-worlde 
adventure of mistrust and crime. 

















The game has been designed in the 
usual manner, with 20 missions covering a 
wide variety of locations, each that little bit 
harder than the last. The world is very dark 
and gloomy: the streets are paved with 
shadows and gold, and there are eerie 
sounds emitting from the alleyways that 
connect the main streets. The game seems 
to rely heavily on these audio cues. Players 
have to Keep their ear to the ground to 
know when soldiers are approaching. 

Thief is certainly not a hack n’ 
slasher - if that is what you are after 
then you may as well just go out a 
purchase a copy of Unreal or something 
similar. In Thief, players will have to 
tread more carefully; trying to avoid 


futuristic machine guns though, just a 
fine selection of arrows, a flash bomb, 
blackjack and the odd mine. The arrows 
aren't your standard carved branch; each 
is tipped with deadly heads filled with 
spells, fire— you name it. The good thing 
is you will have to learn how to fire them 
effectively to make the most of their 
features. The arrow seems the 
appropriate weapon for tasks that 
require a more silent approach. We had 
fun taking out a group of soldiers single- 
handedly and stealing their wares - it s 
just the climbing out of sight and hiding 
all the time that may get a bit tedious. 

Design-wise, the game seems to be 
booking quite strong. The range of weapons 


The closest compansons wmdtl be the loofcof 

. tut withal flavour^ 



trouble is much more likely to reap 
results than going in all gung-ho. This 
game is more likely to appeal to the type 
of character that plays deathmatch 
Quake by just hanging about in the 
shadows near a teleporter exit waiting 
for prey. This may not seem quite so 
exciting at first, but it is the getting 
away with it that's the fun part (plus it 
makes the whole experience that bit 
more thrilling too). 


On the armouryTront. players are able to 
buy new weapons as they gain experience 
and money through the game. No 
heavyweight rocket launchers or 


and locations to visit will make for ■. ■ ‘ 
interesting gaming. The closest 
comparisons would be the look of 
Ni^tmare Creatures, Hexen, or possibly 
Deathtrap Dungeon, but with a much more 
sophisticated flavour. The city locations 
seem much more detailed than those in 
this month’s main review, Heretic II. 
Although the weapons may not be quite so 
special in Thief, obtaining a lock pick is 
more likely to get you excited than picking 
up most weapons in other games. It looks 
like the majority of the game will be spent 
in the shadows, with the odd sword fight 
putting in an appearance. We are also 
wondering whether the gamei^sjuH'' 
better with a sort of pre-^^p*^ Z, 

- - .. / . 
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like in all the best crime movies - you 
would get the Rainbow Six fans interested 
for sure .especial^ if you had some 
assistance from fellow thieves. 

At the moment it is difficult to see 
how the game will develop properly, how 
the story will relate to the game, and 
whether players will get a bit tired of 
always being left in the dark. That said, at 
least it is a different approach, and it is 
Eidos' commitment to 
bringing new ideas out 
into the open that 
makes games like 
Commandos ^ 

come to ' 

fruitionQ ^ 


Thief: Dark Project 

HIGHLIGHTS 

Definitely a new angle on the 

ftrst-person action genre. Smooth 

animatton and lush locations 

could make lids a big seller 

WtFALL S _ 

May become a bit slow if the player 
avokts tlw action. The lack of bidlsy 
we^^s n^it reckice exct^ment. 
but t)» concept shoiMd really shme 
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□ s mentioned in the text, the four characters have their own abilities. 

strengths and weaknesses. Their characteristics are split into five main 
traits: armour, spirit, experience and weapon control. The armour trait shows 
how well the character can take damage; spirit is how much magical ability or 
mana a character has; experience can be used to improve the other traits: and 
weapon control affects how good a shot a character is or how good they are in 
close combat. As well as this, each character has 16+ spells at their disposal 
and four weapons each to choose from. As you pick up items and experience 
points during the game, you can develop your character to your tastes. 


BEING A STEREOTYPICAL MAN. IKE HERE IS USING HIS GUN TO GET OUT OF TROUBLE. BUT 
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PUBLISHER 


PSY8H0SIS 


DEVELOPER 


RELEASE 


NOVEMBER 


www.psy^wsis.com 


PLAYERS 


Looking at the screenshots you may be groaning 'Oh no, not another 

Tomb Raider rip-off’, but with 0.D1. it’s wise to keep an open mind. 

One big happy family 

The four characters that you can control in 
this game ail have their own characteristics 
and abilities at handling weapons or casting 
spells. There's Ike Hawkins, a corporal of 
something, who's a Bruce Wiliis-style hero; 
Maxx Havok. who (apart from being 

Each character has their own style of fighting 


n es. this game may look like it's 
heavily influenced by a certain 
.Ms Lara Croft's games, but 
Psygnosis have moved the thrust of the 
gameplay away from exploration and 
puzzle solving to focus more on the 
action in this action-adventure game. 
O.D.T. also features more RPG- 
orientated characters and character 
development, with a little bit of magic 


thrown in for good measure. Although 
details about the plot are a bit thin on 
the ground at the moment, the game's 
story line seems to involve four 
characters who crash-land their airship 
on the top of a mysterious and 
imposing tower, and must subsequently 


find their way down to the bottom. 
Quite what they're doing aboard an 
airship and flying above this tower is 
not explained, but everything will 
hopefully become clear during the 
game’s FMV sequences. Needless to say, 
though, it’s going to be pretty tough 
reaching the bottom through the 
tower's eight huge levels with over 40 
different enemies and huge end-of-level 
bosses to contend with. 


incapable of spelling correctly) is the chief 
engineer: Julia Chase, the cartographer: 
and finally there is Solaar. an archbishop. 
The first two are the better fighters and 
more adept at using weapons, while the 
last two are better at exploration and 
using magic. Each character will also have 
their own style of fighting and hand-to- 
hand combat moves, which means that 
there are theoretically four ways of 
playing the game. 


ALTHOUGH THERE IS ONLY ONE VIEW AVAILABLE IN O.D.T. THE ENVIRONMENTS ARE VARIED ENOUGH 































If the mix between action and adventure is balanced 


Once in the game, though, the 
characters really come to life, with great 
motion-captured animation of the 
character running and jumping or fighting 
the many denizens of this tower. 

Although at this stage some of the 
collision detection is a little dodgy 
(especially with the scenery), it's hoped 
that Psygnosis will be able to overcome 
this by the time of the game's release. On 
the whole most of the interaction with 
the scenery is simply jumping over huge 
crates and barrels or running up stairs, 
but sometimes you can take control of 
abandoned gun turrets or flick switches 
to open doors and barriers. Instances like 
this aren't always readily apparent, 
though, and you are certainly encouraged 
to search around for switches or keys 
needed to open partitions. 

Tricky traps 

The design of this tower is probably one 
of the plus points of this game. The 
game's 3D engine apparently uses the 
latest in real-time lighting, texturing 
and morphing to really make this game 
atmospheric. The corridors you find 
yourself running down are very tight 
and claustrophobic, with sharp 90 
degree turns that will suddenly lead you 
into a huge chamber filled with bad guys 
and gun turrets. Because of this design 
you can never see too far ahead of 
yourself, so never run headlong down a 
corridor unless you know exactly what 
to expect. Couple this with plenty of 
fiendish traps and puzzles and loads of 
secret areas, and you'll have enough on 
your plate - never mind the hundreds of 
armed creatures out to get you. 

Luckily, though, some of these 
creatures suffer from Psygnosis' new 
'Artificial Stupidity' programme. You 
have to admit that if your entire 
experience was based in one tower 
then you'd be pretty stupid as well, and 


HIGHLIGHTS 

The mix of RPG and action 
adventure - wMie not exactly 
original - seems to work well in 
this game 

PITFALLS 

It just remains to be seen 
whether or not Psygnosis can 
pull it off in the final product - 
we shall have to see 


POSSIBLE 
CHART POSITION 


TOP 

50 


THIS IS ONE OF THE GAME'S BIG BOSSES. AND 
BELIEVE ME. HE'S NO SLOUCH. IT'S AT THIS POINT 
I WISH I'D CHOSEN FIRE POWER OVER MAGIC _ 








this isn't to say that these creatures 
are walkovers by any means, but 
instead this new 'AS' program makes 
the creatures feel fear, hunger and a 
sense of co-operation that will make 
them seem more intelligent (?!) - 
they certainly aren't that stupid when 
they jump out of the way of your 
bullets, anyway. 

All in all this is shaping up to be a 
pretty darn good game when you 
consider the seemingly effortless cross 
between an RPG and a Tomb Raider- 
style action adventure game attempted 
by Psygnosis. If the character 
development that Psygnosis promise 
actually affects how your character 
plays and the mix between action and 
adventure is balanced right, then they 
may just be onto a winner. If not. 
though, this'll disappear with the 
hundreds of other Tomb Raider rip-offs 
being produced as we near 1999. ■ 






SiTcTjB^ri:: 






I 


RY DARK DOWN HEr;E 




D uring the game, as you get further down the tower, not only the will 
the scenery change, but the puzzles will too. There are eight areas or 
levels of the tower to explore, each with up to thirteen separate sections, 
totalling about 80. Each of these areas are quite differently decorated and 
designed with their own specific puzzles and traps, meaning you'll have to 
keep on your toes at all times. As if this wasn’t enough, each area has its 
own types of enemies and bosses, each one guaranteed to be pretty 
disconcerting - these guys certainly won’t be affected by Psygnosis’ 
‘Artificial Stupidity’ program. 
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CAREFREE HOME SHOPPING WITH BRITAIN'S LARGEST 
% MAIL ORDER SUPPLIER OF COMPUTER GAMES! 




PRICE 


$ YOU PURSUi YOUR HORRY YOU Will UMDOUBTEDIY COMSIDRR BUYIMO 
YOUR OAMES FROM lOTS Of DIFFiREMT PIACES SUCH AS THE HlOH STREET 
OR OTHER MAH OROER COMPAHIES, SO WHAT MAKES BUYIMO FROM GAMEPIAY 
PIFFEREMT TO BUYIMO FROM AMYWHEIti EISE? WeII, HOW ABOUT THIS, 


You should find Gameplay to be the 
cheapest supplier of PC games in the country. 

However, we can't look everywhere at once, so 
if you do find a better price, please ring us and we will do 
our best to beat or match it. Also, we offer a FREE 1st Class 
delivery service and we don't charge for membership if you 
are buying by mail order so there are no"Hidden 
Charges". The price you see is the price you pay! 


CHOICE !! 


Just look at this advert! 2 pages crammed with 
software and equipment! We try to stock every 
game available and if it's not in stock when you 
ring we should be able to get it for you fast. 


^Trrrm 

All items are fully guaranteed by both Gameplay 
and their manufacturers. Any product that 
becomes faulty within its warranty per ■' 
^^^^^^^^free,^mckl ^and effici< 

Delivery time is normally within 2 working days 
and our packaging has been specially designed 
to ensure that your products arrive in perfect 
condition (we do not use Jiffy Bags!). Also whatever 
your needs we can help you make the right choice. Our 
salesmen are all enthusiasts and do not make commission, 
so they can give you completely impartial advice. 
Remember, if you don't like it you don't have to keep it so 
we make sure we tell you the truth! 


)eriod will be 
icientiv. 


Why not visit our 
CLUB SUPERSTORE IN 

Leeds at the 

ADDRESS ON THE ORDER FORM! 

All items 

IN THE 
STORE ARE 
AT THE SAME 
^DISCOUNTED 
PRICES AS 
OUR MAIL 
ORDER 

_ DIVISION. 

These are the qualities that have made us Britain's 
largest and fastest arowing mail order supplier of 
computer games. CAN YOU ^FORD NOT TO BUY YOUR 
GAMES FROM US? 



WITH EViRY ORDER 

EVERY TIME YOU PLACE AN ORDER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE OIFT LIST OF 
SOFTWARE AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE OIFT PER WEEK BUT NO MINIMUM ORDER VALUE 
TO QUALIFY. SECONDLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKED WITH MORE OFFERS.' 
<l£»SE)eMEMa«roASKropyDU(RRSC)ffVV^ 


1943 European Air War.£29.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£14.99 

3 Mega Games: Wing Commander 4, Privateer 2 & 

Crusader no Regret.£18.99 

3rd Millenium.£17.99 

688i Hunter Killer.£29.99 

7th Legion.£17.99 

ActuaGolf2.£14.99 

Aqua Soccer Club Edition.£9.99 

Actua Soccer 2.£14.99 

Actua Soccer 3.£25.99 

Aqua Tennis.£25.99 

AD&D Blood & Magic.£9.99 

Addoon Pinball.£13.99 

Adventures Data Disk for Warcrar 2, Diablo, Might 

& Magic 2 & Daggerfall.£8.99 

Age of Empires.£22.99 

Age of Empires Rise of Rome Data Disk.£19.99 

More Empires Data Disk.£13.99 

AH64-D Longbow 2.£29.99 

Amiga Emulator CD (100s of Amiga games)£14.99 

Apache Longbow & Hind Double Pack.£12.99 

Armoured Fist 2.0 (Win '95).£13.99 

Army Men.£26.99 

Atlantis.£25.99 


Atomic Bomberman.£17.99 

Balls of Steel.£20.99 

Bahleground Eastern Front/Western Front....£24.99 

Bahle Isle 4 - Incubation.£21.99 

Incubation Data Disk: The Wilderness Missions..£14.99 

Battletech Mechcommander.£28.99 

Bahleione.£17.99 

Beasts & Bumpkins.£19.99 

Black Dahlia.£28.99 

Blade Runner .£27.99 

Brian Lara Cricket.£20.99 

Bridge Master Classic with Omar Sharif.£29.99 

Broken Sword 2.£19.99 

Bubble Bobble & Rainbow Island.£19.99 

Bust A Move 2.£16.99 

Caesar 3.£25.99 


Carmageddon.. 


..£12.99 


Castrol Honda Superbike World Championship ..£27.99 

Qtz.£7,99 

Catz2.£14.99 

Championship Manager '97/'98.£17.99 




American Civil War Colleqion - Antietaa^; 

Bull Run, Gettysburg & Shiloh.£21.991 

Napoleon Colleqion • Napoleon in j 
Russia, Prelude to Waterloo, Waterloo & ! 
Age of Sail.£26.99 

iHf FotiowmG aa£ Aa ;ysT £9.99 ea : 
Antietam, Ardennes, Bull Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Chessmaster 6000.£27.99 

Civilisation 2 + Sehlers 2 + Sim City 2000 £24.99 

Civiusation 2 + Command & Conquer. £21.99 

Civ 2, Magic the Gathering & Apocalypse ...£26.99 

Civilisation 2 Data Disk: Fantastic Worlds.£13.99 

Civilisation 2 Multiplayer.£13.99 

Cmal War General.£28.99 

Close Combat 2: A Bridge Too Far.£21.99 

Cluedo.£18.99 

Colin McRae Rally. . £21.99 


' Microsoft Fught Sim '98 & World of Fught . £36.99 

i Microsoft Southern Caufornia Data Disk . £23.99 

Scenery Disk 98 ■ British Isles J & 2, China. each £19.99 

Scenery Disk 98 - Europe 1,2 or 3 . £29.99 

Flight Shop V2-NOW FOR F55.] &F56 . £35.99 

Flight Sim FSFX V2 - Contains extra planes, saNEur, sounds 

I ETC FOR fS5.1, fS6 & fS98 . £24.99 

! Boeing/Business Jets/Airbus/Great Airlines.each £23.99 

I PstFEaFLICHT2ROUNDTHEWORLDDlSKFORMSFS5.1 &6£21.99 


Men In Black.£16.99 


Command & Conquer (Win '95).£13.99 

C & C Red Alert CoLuaoRS Pack. £28.99 

Red Alert.£17.99 

Command & Craft Data Disk for C&C.£8.99 

Counterstrike - official Red Alert Data Disk.£1199 

Aftermath - official Red Alert Data Disk.£13.99 



Combat Flight Sim (Microsoft).£30.99 

Comaaanche 3.0 Gold.£24.99 

Commandos: Behind Enemy Lines.£27.99 

CoNFLO Freespace.£26.99 

Constructor.£27.99 

Creatures 2.£26.99 

Croc.£28.99 

Crusader No Remorse.£12.99 

Daikatana (Due November).£27.99 

Dark Colony.£18.99 

Dark Forces 2: Jedi Knights.£24.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen: Warhaawier 2.£19.99 

Dark Reign.£14.99 

Deathtrap Dungeon + FREE MOUSE MAT .£17.99 

Depths of Doom Trilogy - Doom 2, Ultimate Doom, 

Episode IV & 3000 Master Levels.£15.99 

Desert Strike & Jungle Strike.£12.99 

Diablo.£21.99 

Diablo Hellfire: Official Data Disk.£13.99 

Diablo: The Green Portal Toolkit & Cheat Pack ..£199 

Die Hard Trilogy.£13.99 

Dogz.£7.99 

Dog2 2.£14.99 

Dominion Storm.£27.99 

Duke Nukem3D.£12.99 

Duke Nukem In The Caribbean.£15.99 

Duke Nukem Kill-A-Ton Collection.£1199 

Dune 2000.£29.99 

Dungeon Keeper.£1199 

Deeper Dungeons Data Disk for Dungeon Keeper .£1199 
EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Wing Commander Academy Populous 
2, AAahjong Pro, Space Hulk, 7 Cities of Gold .£9.99 
Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£14.99 

FI Racing Sim (Ubisoft).£27.99 

FI 5 (Janes).£29.99 

F22 A.D.F.(TFX3).£17.99 

F22 Red Sea Operations Data Disk.£13.99 

F-18 Hornet. ,...£22.99 

FA-18 Korea. ...£17.99 

FA-18 Korea & Flying Corps Gold.£24.99 

FA Premier League Football Manager.£29.99 

Falcon 4.0.£28.99 

Fallout.£22.99 

Fifth Element.£28.99 

Final Fantasy 7 + FREE MOUSE MAT .£29.99 

Flight Unumited 2.£19.99 

Flippermania - Pro Pinball the Web & Timeshock...£18.99 

Flying Corps Gold.£17.99 

Forgotten Realms AD&D Archive - 

Eye of the Beholder 1, 2 & 3, Menzoberranzan, 

Dungeon Hack + 7 others.£19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£14.99 

Formula 1 '97.£19.99 

Forsaken.£19.99 

Fragile Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gangsters: Organised Crime.£27.99 

Gex 2.£25.99 

Global Domination.£28.99 

Goosebumps.£26.99 

GoOSEBUMPS - AHACK OF THE MUTANT.£25.99 

Grand Prix2.£1199 


Grand Theft Auto 

. £23.99 

Grim Fandanro . 

.£28.99 

Guts N Garters. 

.£12.99 

Half-Life. 

.£28.99 

Hardball 6. 

.£29.99 

Hardcore 4X4. 

£9 99 

Hardwar. 

£25 99 

Heart of Darkness. 

£24 99 

Heroes of Might & Magic 

2 & Data Disk bundle£24.99 

Hexen 2. 

.£12.99 

Holiday Island. 

.£21.99 

iM1A2 Abrams 

....£12.99 

Imperium Gaiaqica. 

.£9.99 

Incoming . 

. £19.99 

Independence Day. 

...£14.99 

Industry Giant. 

.£26.99 


International Cricket Captain.£22.99 

Interpuy Strategy Archives - Includes AAAX, Jagged 
Alliance 2, Civilisation, Dark Colony, Heroes of Might 
& Magic, Railroad Tycoon, UFO & Conquest .£24.99 

Interstate 76.£9.99 

Ipanzer 44.£22.99 

I War.£19.99 

Israeli Air Combat.£2199 



Jazz Jack Rabbit 2.£16.99 

Jimmy White's Snooker 2.£28.99 

Jo Guest Love Bytes. £16.99 

Joint Strike Fighter.£1199 

Journeyman Projeg 3.£19.99 

Kings Quest Colleqion.£18.99 

Iands of Lore 2.£23.99 

Last Express.£1199 

Lego Island.£1199 



QUAKE 2.£25.99 

Quake 2 Deathmatch .£14.99 
Quake 2 DD: Wanted £13.99 

QUAKE . £9.99 

MaIKE (OfnOAL ADCKM) .. £9.99 
Scourge of Armagon . ..£ 12.99 

Shrak! . £9.99 

Dissolution OF Ethmiy. . . £12.99 


Leisure Suit Larry 7.£25.99 

Lemmings Paintball -i- No More Lemmngs + 1£mmings£1 199 

Links LS.£1199 

Links LS '98.£19.99 

Links LS '99.£28.99 

Links Courses: Valderama/Oakiand/Davis Love/Etc. £16.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition .£25.99 

Lucas Arts Archive Voi 1.£19.99 

Lucas Arts Archive Vol 3 - Dark Forces, The Dig, 
Monkey Island 1 & 2. Full Throhle, Afterlife ...£24.99 
Lula - The SfXY Empire ..£19.99 

Lula - Virtual Babe ..£10.99 

Ml Tank Platoon 2 ..£18.99 

ManxH. ..£23.99 

MDK. ..£12.99 

Megapak 9 • Civilisation 2, Interstate 76, Destruqion 
Derby 2, Discworld 2, F22 Raptor, Jack Nicklaus 5, Pro 
Pinball Timeshock, Admiral Sea Bahles. ^......£27.99 


Michael Owen's World League Soccer ‘99.£28.99 

Micro Machines 3. ...£19.99 

Microsor Return of Arcade ...£1 7.99 

Microsoft Revenge of Arcade ...£1 7.99 

Microsoft Motocross Madness ...£29.99 

Might & Magic 6.£26.99 

Monaco Grand Prix Racing Sim.£28.99 

Monkey Island 3.£2199 

Monopoly/Trivial Pursuit.each £21.99 

Monster Trucks.£14.99 

Monster Truck Madness 2.£33.99 

Monty Python Double Pack.£22.99 

Mortal Kombat 4.£24.99 

Motorhead.£17.99 

Myst.£18.99 

Myth: The Fallen Lords.£17.99 

NAM.£1199 

NASCAR 2.£10.99 

NBA Live '98/NFL AAadden '98/NHL '98...each £14.99 

Network Q Rally.£13.99 

Need For Speed 3: Hot Pursuit.£29.99 

Nightmare Creatures .£18.99 

Nuclear Strike. .£13.99 

Oddworld: Abe's Oddysee.£12.99 

ODT. ..£28.99 

Operational Art of War.£26.99 

Outlaws. ,..£24.99 

Outwars. ,,.£33.99 

Pacific General. ,..£18.99 

Pandemonium 2. ,..£22.99 

Panzer General 2.£26.99 

PGA Tour Pro.£17.99 

Pga Nippenburg Euro Data Disk.£6.99 

Phantasmagoria 2. ..£13.99 

POD Gold (Includes extra tracks) ..£17,99 

Police Quest Colleqion 1 -4 ..£18.99 

Police Quest SWAT 2.£27.99 

PouTiKA (Tom Clancy).£19.99 

POSTAL.£14.99 

Premier Manager '98.£15.99 

Pro Pinball: Timeshock.£14.99 

Quake Resurrection: Quake, Q Zone & Malice ..£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Quake 2 Data Disk: Ground Zero.£19.99 

Queen: The Eye.£24.99 

Quest for Glory 5: Dragon Fire ..£24.99 

Quest for Glory Anthology ..£18.99 

Reah. ..£28.99 

Red Baron 2. ...£22.99 

Resident Evil - 3DFX version.£22.99 

Resident Evil - Power VR version ..£22,99 

Rising Lands. ,.£14.99 

Risk. ..£19.99 

Riven (Myst 2). ..£24.99 

Scrabble. .. ..£27.99 

Sensible Soccer World Cup '98 Edition.£22.99 

Sentinel Returns. £26.99 

SsmERS 2 Gold & Seven Kingdoms Bundle .£19.99 

SEnLERs2GoLD.£17.99 

Settlers 2 Mission Disk ..£13.99 

SehlersS.£26.99 

Shadows of the Empire ..£24.99 

Shadow Warrior. , ,.£14.99 

Shanghai Dynasty.... ..£19,99 

Sierra Pro Pilot Double Pack.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Racing.each £22.99 

Sim City 3000.£29.99 

Sim Cin 2000, Sim Town, A^arh & Trouble with 

Cheese and Pinball '95.£18.99 

Streets of Sim City.£28.99 

Sim Golf.£12.99 

Sin.£28.99 

Speccy CD '97 (3000 Spectrum & C64 games) .£14.99 

Soldiers at War.£24.99 

Starcrar.£24.99 


Starship Titanic.£30.99 

Starsiege.£28.99 

Star Trek: Birth of the Federation.£29.99 

Star Trek: Borg.£16.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£11.99 

Star Trek Klingon Honor Guard.£29.99 

Star Trek Omnipedia.£12.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly ..£2199 

Star Wars Supremacy ..£28.99 

Steel Panthers 3. ..£25.99 

Super Tetris & 3 Games ....£9.99 

Team Apache. ..£27.99 

Tex Murphy Overseer - Under A Killing Moon 2 £12.99 

Theme Hospital.£13.99 

Theme Hospital & Sim City 2000.£25.99 

The Golf Pro.£19.99 

Thief: Dark Project.£28.99 

Tie Fighter V X Wing.£21.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

Tiger Woods '99 Golf.£29.99 

TOCA Touring Cars.£19.99 

TOCA Touring Cars 2.£21.99 

Tomb Raider & Unfinished Business.£13.99 

Tomb Raider 2.£19.99 

Tomb Raider 3.£28.99 

Top Gun 2.£24.99 

Total Air War.£28.99 

Total Annihilation.£12.99 

Total Annihilation Disk: Core Contingenq.£18.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Settlers 2. £24.99 

Total Insanity: PGA European Tour, Network Q 

Rally, Star Trek TNG A Final Unity. £14.99 

Total Sport: Links LS, Sampras Tennis, FIFA '97 .£16.99 

Ultima Collection.£29.99 

Ultiaaa Online.£32.99 

Ultima Online Second Age.£29.99 

■ Ultim@te Race.£19.99 

Ultimate Soccer Manager '98. £ 23.99 

Unreal .£26.99 

Urban Assault.£2199 

V Rally.£26.99 

Virtual Pool 2.£19.99 

Virus.£9.99 

VR Powerboat Racing.£12.99 

WaRCRAFT 2 + 50 EXTRA LEVELS + HINT BOOK..£21.99 

War Games.£29.99 

Warhaaamer: Final Libi ration .£2199 

Warlords 3. .£22.99 

Wing Commander Prophecy .£ 17.99 

Wipeout 2097. .£22.99 

World Cup '98.£18.99 

World League Soccer '98.£14.99 

World Rally Championship (Network Q 2).£15.99 

Worms 2.£18.99 

Worms Armageddon.£24.99 

Worms Colleqion: W2, W United, WPBall.£24.99 

X Com: Interceptor.£27.99 

X Files: The Game.£31.99 

X Files: Unrestricted Access.£18.99 

Z.£9.99 

ZoRK Grand Inquisitor.£26.99 

We also earrf an exlensii/e 
range of games hint books 
ana other tutorial books. 
Please ring for details. 



Starcrar Data Disk: Stellar Forces.£13.99 

^ ^ .™wnw^^,r^u-»„^«L^tAUAllLLo.fcA#.7T Starcraft Data Disk: Insurrection. £14.99 '1- — 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER 15 DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 

































































































































































































































































































































SALES LINES 

0113 234 04M 


menday to friday 9.00aiii to 8.00pm 

Saturday 10.00am to 7.00pm 

Sunday & bank holidays 10.00am to 4.00pm 


BUDGET GAMES 



lARmilli!!!!/ i 


in 


HOME & REFERENCE 


£8.99 £9.99 -^£11.99 


llTH Hour.£9,99 

11TH Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Armoured Fist.£10.99 

Ascendancy.£9.99 

Battlecruider 3000AD.£9.99 

Battle Isle 2 & Data Disk.£9.99 

Bedlam & Bugrider Double Pack.£5.99 

Betrayal in Antara.£9.99 

Birthright.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2 £13.99 

Caesar 2. .£9.99 

Caesar's Palace. ,.£9.99 

Championship Manager 96/97 .£9.99 

Chessamster 5000.£9.99 

Chronicles of the Sword.£8.99 

Civilisation.£9.99 

Creatures.£9.99 

Cyberstorm 2.£9.99 

Dark Eye.£8.99 

Dark Forces.£12.99 

Destruqion Derby 1 or 2.each £13.99 

Discworld or Discworld 2.each £13.99 . 

Doom 2.£11.99 

EF2000.£8.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Fatal Racing.£9.99 

FIFA Soccer Manager.£9.99 

Final Doom.£9.99 

Full Throhle.£12.99 

G-Nome.£5.99 

Harvest of Souls.£9.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Larry 6.£10.99 

Lighthouse.£13.99 

Lihle Big Adventure 1 or 2.£13.99 

Mageslayer & Maximum Force Double Pack.£9.99 

Magic Carpet 2.£9.99 

Magic the Gathering (Microprose).£10.99 

Master OF Dimensions. ... ..£9.99 

Masters Of Orion 2. ... £10.99 

Mech Warrior 2 or MW2 Mercenaries..each £9.99 

Micro Machines 2 Special Edition.£9.99 

Microsoft Golf V3. £11.99 

Monkey Island 1 & 2. £13.99 

Mortal Kombat 3. ..£9.99 

NASCAR Racing & Track Pack ..£9.99 

Nitro Racers. ..£5.99 

Outpost 2. ..£9.99 

Pete Sampras Tennis. £11.99 

PGA European Tour. £13.99 

Police Quest SWAT.£9.99 

Power, Corruption & Lies - Dune 2, Beneath a 

Steel Sky, F-14, UFO.£9.99 

Privateer 2: The Darkening.£9.99 

Psycho Pinball.£9.99 

Puzzle Bobble.£9.99 

Rebel Assault 1 & 2.£13.99 

Return toZork.£7.99 

Road Rash.£12.99 

Sam & Max Hit The Road + Day of the Tentacle£1 3.99 

Scorcher.£7.99 

Screamer or Screamer 2.each £9.99 

Shanghai.£9.99 

Silent Hunter.£9.99 

Space Hulk2: VOTBA.£10.99 

Star Trek: Next Generation A Final Unity.£9.99 

Super EF2000.£12.99 

Super Puzzle Fighter 2.£9.99 

Syndicate Wars £13.99 

Terranova... £10.99 

The Dig. £10.99 

Theme Park.£13.99 

Tie Fighter Collector's CD.£12.99 

Time Comaaando.£8.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters '97.£9.99 

Virtual Pool.£9.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Arcade Classics.£9.99 

Wing Commander 3.£9.99 

Worms United.£10.99 

X Com: Apocalypse.£13.99 

X Com; Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

ZoRK Nemesis.£9.99 


DORLING KINDERSLEY 


3^ 



^£27 99J:;^I ^“£17.99 


3D Skeleton. £20.99 

Amazing Animals Activity Centre. £19.99 

BMA Family Health Encyclopaedia. £24.99 

Castle Explorer. £17.99 

Castle Explorer/Dinosaur Hunter Bundle ....£24.99 

Children's Encyclopaedia. £24.99 

Childrens Multimedia Dictionary. £21.99 

Chronicle Encyclopeadia of History. £21.99 

Chronicle of 20th Century. £21.99 

Encyclopedia of Nature 2. £22.99 

Encyclopedia of Science 1/Nature 1 ...each £12.99 

Encyclopedia of Science 2 . £22.99 

Encyclopedia of Space & Universe. £24.99 

History of the World 2. £23.99 

My First Amazing World Explorer 2. £19.99 

My First Incredible Amazing Dictionary. £19.99 

PB Bear's Birthday Party. £17.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Ultimate Human Body 2. £23.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £17.99 

Way Things Work 2. £23.99 

World Atlas for Windows. £27.99 

Acacia GCSB Revise and K$3 Test for success 


I each package can be customised to 

I SUIT DIFFERENT LEVELS OF ABILITY AND 
I ALLOW YOU TO SELEQ THE APPROPRIATE 
EXAM BOARD AND SYLLABUS. AlL ARE 
IwRIHEN BY PRAaiSING TEACHERS. OUR 
(most highly RECOMMENDED RANGE OF 
EDUCATION AIDS. 


6CSE Maths, Chemistry, Physics, Biology A 

Geography. each £16.99 

Keystagi 3 Maths, Spence, Geography each £15.99 


MICROSOFT SPECIAL OFFERS 


tl£T9 

i 





OFFER 

Microsoft 3D Movie Maker.£49.99. £19.99 

Autoroute '98.£59.99.£50.99 

Autoroute V5 UK & Ireland.£59.99. £29.99 

CiNEMANiA '97.£49.99. £18.99 

Creative Writer & Fine Artist.£59.99. £28.99 

Dangerous Creatures.£29.99. £10.99 

Encarta World Atlas '99.£49.99.£41.99 

Encarta '96.£17.99 

Encarta '99 Standard.£49.99.£41.99 

Encarta '99 Deluxe.£79.99.£64.99 

Money'99.£29.99.£24.99 

Office '95 Standard V7.£199.99.£69.99 

Office'97 Pro.£499.99. £199.99 

Plus (For Windows'95).£49.99.£35.99 

Plus FOR Kids.£19.99.£17.99 

Publisher '97 Deluxe.£99.99.£39.99 

Student Office '97.£119.99 

Student Publisher.£49.99.£39.99 

Student Visual Basic/Visual C++.£119.99 

Student Win '95/Workstation£59.99.£52.99 

Student Works.£49.99.£39.99 

Windows'98.£99.99.£75.99 

Wine Guide.£49.99. £10.99 

_ Works V4 + Money '97.£59.99.£29.99 

Corel Draw 4.£16.99 

Corel Printhouse.£19.99 

Dance EJ.£22.99 

Rave EJ.£25.99 

Encyclopaedia Britannica.£84.99 

Family Tree Maker V5 Deluxe.£33.99 

Flagtower Range.each £5.99 

Home Gourmet.£5.99 

Hutchinsons Encyclopedia '97.£8.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of GB.£13.99 

Oxford Interactive Encyclopaedia.£14.99 


^£29.99^ ^ £28.99 : :: £28.99 


DISMKY 

101 Dalmations/Hercules Storybook.each £28.99 

Audoin Activity Centre.£29.99 

Hunchback of Notre Dame/Lon King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist.£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 



BRODERBUND 

Arthur's Birthday Party/Dr Seuss ABC. each £17.99 

Green Eggs & Ham/Harry & the Haunted House.each £17.99 

Gregory & Hoi Air Balloon. £16.99 

Logical Journey of the Zoombinis.£16.99 

Ruffs Bone.£15.99 

Sheila Rae, the Brave/Toroise & The Hare.each £17.99 

MICROSOFT 

Barney Goes to the Circus/Under the Sea.£25.99 

Creative Writer.£16.99 

Qeative Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist -*■ Creative Writer Double Pack.£28.99 

Magic Schoolbus ■ Dinosaurs, Oceans or Earth. EACH £24.99 
Magic Schoolbus - Human Body or Solar S'-stemEACH £24.99 
OTHIRS 


Cleansweep '97. £32.99 

First Aid '97 for Windows '95. £18.99 

First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95. £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

Norton Utilities V2. £22.99 

Nuts & Bolts . £32.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 




ADI Boo Read & Count 4-5/6-7yrs .£18.99 

ADI English & AAaths Years 3-10.each £21.99 

BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC Teletubbies/Pingu.each £20.99 

Europress Games Faqory .£24.99 

Europress GCSE Maths/English/Physics each £14.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery.£22.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra). ...£17.99 

Print Artist V4 Photo. ...£21.99 

Simpson's Cartoon Studio. £24.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 

THE 10OUT OF 10RANGE 

is a highly-occlaimed collection of inexpensive packages aligned to the 
notional curriculum which teaches solely through gome-based activities 
designed to stimulate your children and interest them. 10/10 is Ihe 
UK's leading supplier or softvrore to schools. All CD Rom or 3.5" disk. 

' Early Essentials (3-7 yre), Junior Essen}iajs_(5-H), l^ltb 
|,Fren*(6. 


LANGUAGE 

Berlitz Think & Talk Range 
iench/German/Spanish/Italian 
OR Japane$e....Each £26.99 

Language Assistant (Translator) Easily translates documents 
FROM OR INTO FRENCH, GERMAN, SPANISH OR ITALIAN,..EaCH £19.99 

FI SIM 
COMPACT 
WHEEL 

Hand-stitchcd replica 
FI 10" steering wheel 
, self-centering and 


torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 


0 

ITIffYO*!? 

“--J PlJRCHi 


SAliS LIMES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 


UIBBLE EXCHANGE POLICY 

ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
[10% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 


0 

0 


ORDER WITH CONFIDENCE FRO/^ 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITE/VIS SUPPLIED SO fAR! 


1—71 ORDER BY CREDIT CARD^ CHEQUE, 
LX POSTAL ORDERS OR CA^H (PLEASE 
HlJ SEND CASH BY REGISTERED POST 


0 

0 


1ST CLASS DEUVERY FREE OF 

CNARQEIO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1 -3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

i OOP'S OF TITLES AVAILABLE, 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 


1 SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL TOUR ORDER 
IS DESPATCHED! 


TOP DRIVE 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR/FIRE, ETC. 

Suitable for use with all driving games 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 



mClAL OPFIMI 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVINO GAME 


CH Throttle Pro.£94.99 

CH Virtual Pilot Pro .£79.99 

CH Pro Pedal .£79.99 

CH Game Card.£25.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Firebird 2.£44.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro**.£22.99 

SuNCOM F-15E Talon. £44.99 

SuNCOM G-Force Pius Yoke.£34.99 

SuNCOM FS Throttle. £89.99 

Sidewinder ’Precision* Pro . £46.99 

Sidewinder Force Feedback. . £109.99 

Microsoft Sidewinder Gamepad . £24.99 



visit 

www.spacetec.coi 
tor more info.... 



JOTtTKK port. 7n long LIAO. 



Alfa Quad Auto-Swuch & 2 Player Adaptor 

A Sputtir cami with a DipmiNat 
CoMPAniu witn Win *95 and DOS Afto 
Au jotstkxs/pam, TNI Aifa Quao 


THBUSTMASTIBWODUCTS 

FomuiA 1 lUciNC Wheel t Pedals Assemily 

Comes with Steering Wheel, Gearstick + Pedals 


RRP £124.99 OUR PRICE £99.99 
Force Fiediack version £119.99 
Thrustmaster FI Sprint Steering Wheel 
RRP £54.99 OUR PRICE £46.99 

Maximise performance & responsiveness with a 
Thrustmaster ACM Game Cord.£21.99 




F-1 6 FLCS Joystick- Features Four 4-way hats, 

3 BunoNS, Dual Stage Trigger & Paddle Switch. £109.99 

F-1 6 TQS Throhle - True Repuq of F-16 Throhle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3 -position switches & 4-way radio switch. £109.99 

Ahack iHRomE . £42.99 

F-22 Joystick . £129.99 

X Fighter Joystick . £38.99 

Eute Rudder Pedals . £49.99 

Top Gun Official Joystick - 4 Way Hat Switch, Weighted 

Base, 3 Beveled Buhons, Quick Action Trigger. £28.99 

Thrustmaster Flight Pack - includes Top Gun Joystick, 
Ahack Throttle & Elite pedals. £119.99 


In REAL-LIFE, you don't think about 
HOW to move... you just do it. 
Shouldn't it be the same in your 3D 
games? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
360° control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 

Quake, Tomb Raider, Forsaken, 
Unreal. This is also the only controller 
direcriv compatible with all laptops. 


APOCALYPSE POWER VR 




I Apocalypse 

I 


«i 



X36 Fuqhtstick a Tmiqiiu Pack j 

Onarguably the best bundle ‘ 

available! Excellent reviews from 
all magazines, every feature 
CONCEIVABLE - CALL FOR MORE INFO 

£74.99 


CONTROL ALLOWS YOU TO PLAY AND 
MASTER COMPLEX GAMES MORE 

EASILY. Simply touch the pioure 
TO CONTROL THE GAME! FuLLY 
PROGRAMMABLE, 8 WAY THUMB PAD 

£29.99 




8 BUnONS, INDIVIDUAL TURBO AND AUTO-FIRE ! 

SELEa, LED, Auto-calibrating, 15 Pin ' 

£14.99 


Saitik Acimastii 18 
4 MICROSWITCHED fir BUnONS WITH TURBO¬ 
FIRE, Hat switch, seperate throhle lever, 

PROTEIN RUBBER GRIP 

£21.99 







PADDED WHEEL, Ratio [Digital 
TECHNOLOGY, GeAR STICK AND 
SHIFT PADDLES. £69.99 
WITH Force Feedback £129.99 


Cnotfi aP Siia 

24 Programmable AaioNS, left or right I 
HANDED, HAT SWITCH, 3D TWIST FUNaiON I 
AND 3 HANDLE ADJUSTMENTS TO ALLOW YOU | 
TO MAKE IT FIT YOUR HAND PERFEaLYl 

£34.99 


poeformorKe to ypor PrC- Using Po^Wf VR 
fochnology from V kJeolog tc arm 
co rd d e l iw oFTealism no otheiLgame 
can ma^ch. Play Windows 95 3D goi 
IforrYe rotes with 


Apocalypse 3DX + FIFA 9 
Apocalypso 3DX Card + 2 ol 
following game: ^ 



FIFA 98, Nightmare Creatures, Virtual 
On, Wipeout 2097 XL, Mech Warrior 2 
oWerVR E dition or Moo 


■ all ditove 


Apocalypse 3DXf 
game* 

Apocalypse 5D plu« 

rI iiiiliiim the 3D i n i_ddiiiiiiin 
Apee ali p ie 3Dx with the-20 pi 
of GrfflsStor 600 Pro to bring q 
pedotmonce stondor d ta-s»nsle-sl 


Apocalypse 5D Sonic plus; 

Co mbina ft th e 3 D oc c eie rot ion ^ 
Apo caty pe e 3Dx^e 2D perfoi mancs^of 
Grofiidtec 600 fVo and the sensational “ 
audio quality of fsoatr^^rm 



SPEAKERS 



'2Q 

20 Wafts PMPO, 
Surround Sound, 
Loudness Boss System, 
Full Range Tone 
Control, Power Supply. 


Saitek X36F Programmable Flightstick. £44.99 

Saitek X35F THRonLE Rudder System. £34.99 



300W PMPO, Active 
Sound, Dynamic Bass 
Super Woofer, 3D 
Surround, Satellite 
Speakers, Power 
Supply, 99 


Platinum Sound Force 
Feedback Steering Wheel 

£99.99 


^5<Cut out this order form and post to: 

^GAMEPLAY, ENTERTAINMENT HOUSE, 
aK>SS (HANCmX)R Slim, USDS, LS6 TTG 


Name:. 


..Have you ordered before? Yes / No 


Address: . 


Postcode:.Signature; . 


Tel:. 


..Fax:. 


Item description 

Price 


£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postoge is FREI for all games shipped within the U.K. DD D 

Optional NEXT DAY DELIVERY available: £4.00 for 1 st 

£ 

item plus £1.00 for each subsequent item. T^T A 1 
Overseas postage - £2.50 per software item. 1 V 1 «L 

£ 


CashO Cheque □ Postal Order □ CardQ 
Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


UPC(12) 


*Please note that express cheque clearance does not apply to Building Society cheques.^ 


Sent to f 


I 29/9/98 


ITT 
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LITY SERVICE 
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PUBLISHER 


DEVELOPER 


RELEASE 


www.empire.co.uk 


PLAYERS 


Are you bored with playing highly realistic flight sims that only -f 

seem to involve hours of tedium in flying from A-B? 
If the answer is ‘yes then Apache Havoc could be for you. 


FLY YOUR APACHE HAVOC OVER LUSH JUNGLES WITH FAST-FLOWING RIVERS AND DETAILED CITY 


n first impressions, Apache 
11 Havoc looks like any other boring 
^ flight sim; pretty to the eye. but 
little or no action. Fortunately for Empire, 
this initial view is wrong. The emphasis in 


this new flight sim will definitely be on 
action and combat, of either the air-to-air 
or air-to-ground variety. Apache Havoc will 
give you the choice of the American AH- 
64D Apache Longbow - one of the most 
advanced and feared combat helicopters in 
the world - or its Russian equivalent, the 
Mil-28N Havoc B. (And no. I haven’t heard of 
it before either!) With the emphasis on 
combat. Razorworks haven't neglected the 
current need for high levels of realism in 
simulations and have ensured that the 


controls and cockpit displays will be 
authentically modelled in 3D. This also 
means that it’s possible for Apache Havoc 
to include 30 in-cockpit views, allowing you 
to see all the cockpit along with as much 
as possible of the world around you - 
especially useful when you’re engaged in air 
combat with your Russian (or American) 
adversaries. This is certainly handy, but 
ultimately because of the amount of views 
possible, it can sometimes take too long to 
revert back to the main cockpit view in a 


Be 0f film impfessi¥e 

in this game is the ground you fly over 


Apache Havoc 




Q azorworks haven't left out other types of hardware in tNs sim. As well as 
the two main helicopters. Apache Havoc will also feature all manner of 
other war machines. The biggest are the impressive aircraft carriers that you 
can land and take-off from, but then there are also jet fighters. Chinook 
helicopters and land-based tanks and personnel carriers. Obviously these may 
or may not be on your side, thus the need to keep watching the ground as well 
as the skies will be paramount in tNs sim. Luckily you won’t be alone often and 
will be flying as part of a formation, adding another aspect to the gameplay. 


THE LANDSCAPES WITHIN THE GAME ARE LITTERED WITH OTHER VEHICLES LIKE TANKS. I 

[MCAUTDV ADCc AUn CUtU TUC nnn AIDrDACT rADtSiCD uiuiru vmi ntu t tun nu ! 


APACHE HAVOC’S DEVELOPERS. 
RAZORWORKS. HAVE ACCURATELY 




















hurry if you switch to the wrong view - 
and that can really hurt you when missiles 
are hurtling up your exhaust pipe. 


,lt’s so-stna^fnaiuifther^ 


One of the most impressive features in 


hide and set traps. Apache Havoc could be 
the flight sim equivalent of Quake II over 
the Net. You must bear In mind, though, 
that with Apache Havoc being a sim and all. 
' the controls will be pretty realistic - and 
hence complicated. Every aspect of flying 




Apache Havoc 

HI GHLIGHTS 

The impressive graphics and use 
of the 3D environments will 
definitely lift the game above 
the squadron of flight sims 

PI TFALLS 

The controls are quite difficult 
and in the heat of battle they 
may be a little too complicated 


POSSIBLE 
CHART POSITION 


this game Is the ground you fly over. and controlling the helicopter will be at 


Because most of this game Involves low- 
level air combat. Razorworks have placed 
special care on the terrain of the game, 
making it highly detailed. In Apache Havoc 
the hills and forests actually look three 
dimensional - I'm not saying they're the 
most impressive landscapes I've ever 
seen, it's just nice to play a flight sim 
where you get a real impression of flying 


the player's disposal, and before you even 
attempt the multiplayer option you'll 
have to be very proficient at flying your 
Apache (or Havoc B). 

With the cockpit being modelled in 
3D. it looks pretty real, not the flat 
display seen in most flight sims. and at 
night it’s even illuminated with infra-red. 
adding to the atmosphere. To help you 




ic wiil feature 

plenty of missions for the solo ft 




hone your skills. Apache Havoc will 
feature plenty of missions for the solo 
flyer with the usual objectives of blowing 
up certain buildings or intercepting 
convoys, but this time with the terrain 
being 3D. you’ll be able to use proper 
helicopter tactics like popping out behind 
small hills or over the tops of ravines. 

Overall this is looking like a pretty 
good flight sim with highly impressive 
graphics and true 3D environments that 
will definitely help the gameplay. The 
three huge combat zones are all unique, 
and the realistic weather conditions will 
certainly help or hinder you on missions. 
It simply remains to be seen, though, if 
ultimately Apache Havoc will be better 
than the office favourite. Team Apache, 
or even the Comanche sims^^^^^B 


over uneven land. In most flight sims 
these days the ground is just a huge 
pixellated mass, and you only ever realise 
how close you are to it when it's too late. 
But in Apache Havoc there is a very real 
sense of height. This is especially true of 
the urban areas featured in the game. 

As well as the usual forests and huge 
rural expanses. Apache Havoc will also 
feature missions over coastal areas, 
built-up cities with canyons formed by 
tower blocks, and even Buddhist 
temples. The sense of detail in these 
areas is pretty incredible for a flight 
sim. with huge neon signs on the sides 
of hotels and half-built tower blocks 
with the land on the other side visible 
through the buildings’ infrastructures. 
These features will certainly add an 
element of real strategy to Apache 
Havoc, with the landscape offering the 
chance to hide in ravines or behind 
buildings and ambush your foes. 


E mpire Interactive aren’t exactly known 
for their flight sims - their most 
notable effort of late was F/A-18 Korea. 
which scored a good 84Z in Issue 7 Perhaps 
with so many other companies like 
Microprose and EA having a long history in 
the flight sim genre, small upstarts like 
Empire can approach the genre from a fresh 
angle, and with Apache Havoc they may just 
have done exactly that. 


The main selling point I think that Empire 
will exploit with Apache Havoc will probably 
be the multiplayer option for helicopter 
combat over serial, modem. LAN or the 
Internet. This will definitely work in Apache 
Havocs favour -1 certainly wouldn’t mind 
trying it out at some point - and with the 
3D landscapes offering plenty of places to 
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I Preview 


This new action-strategy game gives you the chance to end 

the Middle Eastern conflict via a simple solution: an atomic attack. 
Then you can turn your attentions to Russia and the Far East. 



This helps to send Canada into a state 
of anarchy, with America not far behind. 
As if all this wasn't bad enough, the 
fictional United Network of Nations is 
abolished, and several covert agencies 
are formed to give aid to embattled 
governments of the militaristic kind. 

One of the biggest. ULTRA (Universal 
Tactical Response Agency), soon 
becomes involved with most nations 
around the globe. Their rivals. WOE 
(World Order Enterprise), try to fight 
this dominance, and thus all-out nuclear 
war breaks. 

Still following this? Good. You come 
into the story as a novice at ULTRA, as 
you try to fight WOE and achieve the 
ultimate aim of global domination. It's 
up to you. using all the resources of war 
at your disposal, to conquer all the 
territories owned by WOE while still 
managing to successfully defend yours. 
The main screen you will see during this 
game consists of the Earth and the 
various territories that make up this 
near-future new world order. It’s from 
here that you can launch atomic 
attacks, build missile silos and 
coordinate your forces. The Earth can 
be rotated to give you a better view of 
what’s happening on the other side of 
the planet, although if any missiles are 
heading towards your territory you will 
see them flying over the horizon 
anyway. This screen, while a little 
simplistic, is easy to manage and gives 
you a clear view of what’s happening on 
your side of the planet. 


O kay. I admit that the 
introduction's a bit 
xenophobic, but Global 
Domination seems to get you into a 
warmongering kind of mood. 
Psygnosis have apparently tried to 
appeal to all games players with this 
game. There are the RTS parts that 
allow you to focus on resource 
management - in this case your . ■ 
missile supplies and manufacturing ■ 
capabilities - but then there are the 
arcade parts that Involve the use of 
ICBMs (Inter-Continental Ballistic ' 
Missiles), atomic bombers, warships 
and fighter aircraft, and the need to 
bomb the hell out of the opposition 
before he does it to you. Perhaps 
before I go into more detail I should 
provide you with a little bit of the 
background to the game. 


economic crisis in the Far East also 
helps to add to the world’s problems, 
with Japan at some point in the near 
future suffering economic collapse, 
which has the inevitable knock on effect 
on the rest of the world s economies. 


Most people know about the current 
situation regarding Pakistan and Its 
recent atomic testing upsetting India, 
and this forms the start of Global 
Dominatfons storv. The current 


NO THESE AREN'T THE LIVE ACTION SCENES BUT EXAMPLES OF WHAT THE GAME S MAIN SCREEN 


LOOKS LIKE. WHE NEVER SOMETHING JMPORTANT HAPPENS HERE. THE ACTION CUTS TO FMV 


n o break up the action a bit. the developers are including a whole series of live 
action scenes that will illustrate the development of the game as well as give 
you you r mission briefing. Because you start off as a relative novice, one of the first 
scenes shows you turning up at ULTRA’S headquarters and being berated by your boss. As 
the situation gets more critical later in the game, scenes might show you defending 
your base with side arms against enemy intruders. Outside of your base, scenes depict 
sections of battle and various weapons of mass destruction in action. 
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Global Oommattoii 


k 


For the more strategically-minded 
amongst you. there are other screens 
that can be easily accessed where you 
make decisions concerning your 
technological development, how many 
weapons can be produced and the rate 
of their production. Again, these 
screens are a little simplistic 
compared to most RTS games these 
days, and the more experienced RTS 
gamers amongst you may be slightly 
disappointed by the presentation of 
this game. Arcade fans, though, may 
love this with its quick and fluid style 
of play. This style could be a god-send, 
because the gameplay is so hectic and 
unpredictable that having loads of 
menus and sub-menus would see you 
obliterated while you’re stuck in a 
menu choosing the colour of your 
warheads. The main problem with this 
game as it currently stands is that so 
much of the action is restricted to 
one screen depicting the globe. After 
hours of play, many gamers may find 
this a little, well, boring. To their 
credit, though, the developers are 
trying to spice this game up with a 
voice-over of a woman calmly telling 
you that "France is under nuclear 
attack" or helpfully informing you 
that several ICBMs are heading right 
for your home base - which could be a 
bit tricky if you've found yourself 
embroiled in war with another 
country. As well as this, the 
developers are including plenty of live 
action scenes that can either be 
mission briefings or show you the 


T he amount of weaponry at your disposal is going to be pretty 

incredible and will feature stuff not only from the present and the 
recent past, but also the future. As well as ICBMs and the usual nuclear 
bombers and submarines, you will also have defensive missile silos to 
stop enemy ICBMs. satellites, naval vessels of various sizes and jet 
fighters which are used to shoot down enemy missiles. Although this may 
be a little daunting at first, hopefully the control method will be simple 
enough so that you'll soon get the hang of launching an attack on one 
country while simultaneously defending yourself from another 
country's attacks. 




results of your actions. It could 
perhaps be argued that this will 


simply be some extraneous fancy 
trimmings which add nothing to the 
game, but then if Global Domination 
can keep the action hectic enough, 
you may be thanking your lucky stars 
that the game is as simple as it is. 

At the end of the day all we can 
say is that we’ll have to wait until 
the game is finally finished and then 
try it out for real. One rather 



tantalising prospect will be the 
multiplayer mode that - you've 
guessed it - will allow you to play up 
to fifteen other people over a LAN. or 
two of you can battle it out over a 
serial or modem. This could really 
bring the game into its own. because 
no matter how unpredictable the 
computer is promised to be. there’s 
nothing like playing someone else and 
having them do the unexpected to 
really land you in it. 



HIGHLIGHTS 

The frenetk: action and easy to le^ 
gameplay will definitely benefit this 
game and stand it in good stead 
against the sizeable competition 

PITFALLS 

The reliance on a single screen 
may Nnder the game's long¬ 
term appeal and induce an 
element of limitation 


POSSIBLE 
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I Mini Previews 


RAILROAD TYCOON 



RAILROAD TYCOON 11 

PUBLISHER 

TAKE 2 INTERACTIVE 

DEVELOPER 

POPTOP 

RELEASE 

DECEMBER 

WEB SITE 

www.poptop.com 

PLAYERS 

1-16 



I nfortunately, now that we 
have got to play Railroad 
I Tycoon II more with the new 
previewable code, things aren’t looking 
quite as rosy as they did initially. The 
game is far too hard to get into, and 
the whole concept of building a railway 
seems to have been forgotten They 
have failed to concentrate on the 



Visually a vast improvement on even the deluxe 
version, but have things improved elsewhere? 


aspects of railways that make people 
love them; the trains themselves, 
pleasant trips in the country and the 
intricacies of a railway network. 
However, what we have here has more 
to do with economics and the business 
side of trains. Markets, produce and 
the old faithful supply and demand 
certainly take up more of your time 
than train spotting. 

The nuts and bolts of the game are 
quite a lot like Sim City in format. You 
must build up your railway empire by 
laying track, constructing water towers 
and other station buildings, and joining 
major cities together to drum up some 
trade. However, things are not looking 
that good for the game at the moment. 
The graphics are pretty good, but you 
we can’t see how enthusiasts will get 
excited about the tiny little trains. 
Railroad Tycoon II also seems mainly 
baffling at the moment, and the tutorial 
doesn’t really help you much either, you 


at least need one section in the game 
that gives a step by step guide as to 
what to do first. Also, the game seems 
to have very little basis in reality; the 
geography completely disregards an 
area’s well-known characteristics (like 
South Wales’ coal fields, for instance). 

Let’s hope they make a few 
adjustments before we see the review 
code. It needs to be more about trains 
and building massive suspension 
bridges than planting cacti on the 
Norfolk Broads. ■ 



PRO PINBALL: BIG RACE USA 



Race across the heart of America in this 
new pinball game from Empire Interactive. 




With just one table to play around, 
some people may raise questions about 
the game's lastability and value for 
money, but whatever... Pro Pinball: Big 
Race USA will be enjoyed by most. ■ 


I nless, of course, you have 
enough room in your lounge 
I for a full-size pinball 
machine, chances are you’ll be looking 
for some kind of PC simulation to 
recreate the thrills of this 
perennially-popular game. 

Empire are preparing to propel their 
new pinball game onto the streets soon, 
and it comes in the form of Pro Pinball: 
Big Race USA, complete with great hi-res 
graphics, super ball physics and an 
original style of table. Players must use 
their flippers to successfully travel 
across 16 different American cities. On 
their way. balls must be hit the around 
the table towards different vehicles 
which move you closer to your new 
destination. Up to ten balls can be seen 
on screen at once, and dot matrix sub¬ 
games extend the gameplay 
even more. 

Another of the game's features 
is the option to fiddle around 
with physical parameters, 
including table slope, flipper 
strength, slingshot power 
and tilt sensitivity. 
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GRAND TOURING 


GRAND TOURING 


into a race against potentially aggressive 
opponents, then you can always opt to 
train yourself up on skid-pan-style 
environments and stunt courses. 

Although it faces a lot of 
competition. Grand Touring Car has 
huge potential as one of the biggest 
arcade racers of the year! ■ 


Electronic Arts have been producing ice hockey games 
annually. Looks like they have it right this time... 


Elite Software return to form with this 
Touring Car game to compete with TOCA. 


SIMO N HAS BEEM PLAYING THIS GAME LDAPS THIS MONTH - HE EVEN CAME IN DN HIS DAY OFF TD SKATf 


PUBLISHER 

EMPIRE 

DEVELOPER 

ELITE 

RELEASE 

NOVEMBER 

WEB SITE 

www.empire.co.uk 

PLAYERS 

TBC 


W ith a total of twelve tracks. 20 
cars, fifteen camera angles, 
real thinking opponents, fully 
customisable vehicles and more. 

Empire's Grand Touring has been 
designed to appeal to those of you who 
are looking for more of an arcade-style 
racing game. So. if you can't bear to be 
thinking about braking and changing 
gears at exactly the right time. Grand 
Touring could be for you. 

As mentioned, one of the game's 
features is the real thinking opponents 
who, depending on their personality, will 
perform completely differently on the 
track. When attempting to overtake, one 
may let you pass or another may 
attempt to bash you off the track, 
leaving you skidding towards the 
barriers! If you feel that you'd rather not 
jump directly 


I oon to be extending EA Sports' 
extensive catalogue of sims is 
I the latest version in their long 
line of hockey sims. It's NHL '99. where 
men in large metal sticks, padded from 
head to toe. will stop at nothing to get a 
puck into the back of a net. And 
although the sport is generally more 
popular in America, past hockey games 
have proved extremely popular over the 
pond, and the majority of gamers who 
follow the NHL will usually opt for EA's 
offering. It's the biggest selling ice 
hockey game in the world, and it's soon 
to get bigger. 


Boasting "bigger hits, harder 
hits and more fun". NHL '99 will also feature 
new motion capture, improved Al. graphics, 
five game modes, enhanced 3D support and 
new coaching strategies Like each new 
version released, all of the official teams 
and rosters will be updated, keeping up with 
the fast pace of the game. A new beginner 
level for mass market appeal has also been 
included, which will no doubt prove useful 
for those who aren't familiar with the 
aggressive, fast and extreme gameplay 
usually present In ice hockey titles 
Expect a full review in next 
month's issue. ■ 







































If youVe out to catch the UK's most wanted 

new software titles... 





AVAILABLE 
IMMEDIATELY FROM 
YOUR NEAREST 
STORE CALL 

0990 464 464 


I ABERDEEN 
I BIRMINGHAM 
JUNCTION 9 
OFF M6 
I BOLTON 
I BRISTOL 
I CANTERBURY 
I CARDIFF 
I CHATHAM 


I CHESTER 
I COLCHESTER 
I COVENTRY 
I DERBY 
I DONCASTER 
I DUBLIN 
(Prices may vary) 

I EAST KILBRIDE 
I EDINBURGH 


■ GATESHEAD 

■ GLASGOW 

■ HUDDERSFIELD 

■ HULL 

■ IPSWICH 

■ LEEDS 

■ LEICESTER 

■ LINCOLN 

■ LIVERPOOL 


I MANCHESTER 
I MERRY 
HILL-DUDLEY 
I NORTH SHIELDS 
I NORTHAMPTON 
I NORWICH 
I NOTTINGHAM 
I OLDHAM 
I PETERBOROUGH 


I PLYMOUTH 
I PORTSMOUTH 
I POOLE 
I PRESTON 
I READING 
I SELLY OAK 
I SHEFFIELD 
I SLOUGH 
I SOLIHULL 


I SOUTHAMPTON 
I SPRUCEFIELD 
I STOCKPORT 
I STOKE 
I SWANSEA 
I SWINDON 
I TEESSIDE 
I TELFORD 
I YORK 


1 LONDON AREA | 

■ LONDON CITY 

■ ENFIELD 

■ BECKTON 

■ GUILDFORD 

■ BRENTFORD 

■ HARLOW 

■ CHARLTON 

■ LAKESIDE 

■ CROYDON 

■ STAPLES CORNER 


BRADFORD OPENS NOVEMBER 


Pay a visit to 
PC World. 

Hiding out amongst the latest 
software at PC World is a title that 
could turn you into the most successful 
gangster since Al Capone. 

The place is a big city in the USA. The 
time, the 1920's. You're new on the block. 
You see a business opportunity. A few of 
the local stores need a security service 
right? You know the muscle to provide it. 
So the cops call it a Protection Racket. 

But hey, everyone's happy. You expand 
a few more blocks. Other opportunities 
present themselves. And you always 
support the local good causes. After all, 
one day you're going to be Mayor. Or are 
you? If you don't pay PC World a visit, 
you'll never know. 

f/m m INC. VAT 

£ 34.99 


FA Premier 
League Manager 

Guide your team to 
Premier League glory in 
the official management 
simulation. 

£ 34 . 99 ^ 

Grand Prix 
Legends 

Graphically stunning 
racing featuring the 
classic 1967 Grand Prix 


season. 


£ 34 . 99 : 


Sin 

Overthrow Alexis 
Sinclaire and her 
genetically engineered 
mutant army. 

£ 34 . 99 £ 


We have Britain's biggest software choice, inciuding hobbies, 
education and business tities. The expert staff at PC World 
will be pleased to help you choose. 


^ Colin McRae- 

CA7.99 Rally £< 


.99 


Commandos 
Behind 
Enemy Lines 


£34 


99 


Half Life 


e34: 


.99 


Star Trek: _ - 

Klingon ^ 
Honor Guard 


Hard War 


.99 


Monaco 
Grand - 
Prix £i 


34 


.99 


Dune 

2000 


£34 


99 


The X-Files 


£39rM 

















it would be a crime not to get the 

best out of them 




Diamond Monster II 
12Mb Voodoo^ PCI 
Graphics Card 

This is a fully equipped 3Dfx 
card with the Voodoo^ chipset 
and 12Mb RAM for incredible 
acceleration, astounding 
realism and unique 3D 
special effects. 


£149 


INC. 

VAT 


The latest 3D accelerator cards add the 
speed, graphics and extra dimension which 
take your game playing right to the edge. 

Phoenix Voodoo Banshee 
2D/3D Graphics Card 

Equipped with the latest Voodoo Banshee chipset 
for awesome 2D and 3D graphics. This card will 
not only provide mind blowing graphics and speed 
for gamers, but also a truly 
enhanced desktop for the 
discerning user. 


£^.99 


INC 

VAT 


Techworks Power 3D 
3Dfx Graphics Card 

The power or the 3Dfx 
graphics cards has to be 
seen to be believed. What 
better way to do this than 
with the Power 3D from 
Techworks at an extremely 
affordable 

£4999 


INC 

VAT 


3D GAME PLAY 


IMPROVE YOUR CONTROL || IMPROVE YOUR SOUND 


Put yourself in the cockpit with the latest steering 
wheel and joystick technology, adding more 
feedback anci realism than ever before. 


Surround yourself with sound and you'll really 
feel the drama. These new kits really exploit the CD 
quality sound tracks of the latest games. 



Thrustmaster Formula Force 
GT Steering Wheel and Pedals 

Feel the adrenaline of real racing 
when you fight to control your 
car as you get bumped by your 
opponents, drive into barriers, over 


kerbs and into 
the gravel trap. 


£129 



Microsoft® 
Sidewinder^ 
Freestyie Pro 

Perfect for arcade- 
style driving, flying 
and combat games. 
Tilt from side to 
side to control 
your games like 
never before. 

£49.99v» 



Microsoft® 

Sidewinder® 

Forcefeedback 

Pro 

Feel true-to-life 
feedback, from 
subtle sensations to 
raw power, as you 
take total control of 


your games. 

£119 


INC. 

VAT 


TECHNICAL 

CENTRE 

Our in-store technical 
centre can install your 
new add-ons or 
software for you. 



24 HOUR 
HELPLINE* 

For round the clock 
advice to help you 
get the most from 
,, your new software. 




Creative Labs 
SoundBlaster Live 


A new dimension in audio with 
features and performance 
surpassing professional quality 
equipment. Sound 
so good it 
must be live! 


£149 



Creative Labs SB16 Sound Card 

Creative Labs are currently THE name in sound cards, 
this is a fabulous opportunity 
to obtain one of their boards 
at a crazy price. 




Yamaha YST-M20 Speakers 

Immerse yourself in the world of sound with these 
high quality speakers from 
the world renowned makers 
of audio equipment. 


£59.99: 






































I special Report 




As we wait for reviewable code from one of the 

most anticipated games of this yean we have a look at some 
of the new features this cornerstone of a game has to offer 

even the most jaded of real-time strategy gamers. 



I iberian Sun seems to have been such a long 
time coming. Over the last few months 
Westwood have slowly been releasing more 
news, screenshots and suchlike to keep us all tempted, 
but never enough to bore us with overkill. The game has a 
lot to live up to, what with Command Q Conquers 
previous successes still close to people’s hearts. Luckily, 






the more we find out about the game, the more we can 
be assured that Tiberian Sun will be filled with as many 
new and exciting features as they can think of. And what 
with all those 'star' actors present in the intro 
sequences, you know this will be a class act. 

A brief background 

The story continues from previous 
events, with Tiberian spreading feverishly 
across the world. The GDI army have 
decided to get the hell out of the area, 
moving north up to the snowy wastes of 
Antarctica. Meanwhile, the Kane-less NOD 
have taken to subterranean caves for 
refuge. In a new twist, a much less 
organised group have been experimenting 


with Tiberium, injecting their troops with the stuff to 
try to improve their performance. Unfortunately, in the 
process loads of their troops have become total mutants 
and have been ditched by their Frankenstein fathers. 
These mutant warriors are known by those that avoid 
them as 'the Forgotten', and as a force they threaten 
both the known factions. So it's war on three fronts. 

Been done before 

Well, this angle of three factions warring against each 
other has been done before a few times now. 

StarCraft, for example, managed to make each group 
very different from the other. KKND: Krossfire too, 
had a bit of three-way action, but their angle was that 
farmyard machinery had suddenly got a mind of its 
own. You decide which background story is the coolest! 
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At a glance 

3D maps four times bigger than in Red Alert • 
Dynamic objects • Night and day missions • 
Weather conditions, including rain and snow • 
Experience points to be gained • Now three armies 


C&C: Tiberian Sun 


PUBLISHER 

ELECTRONIC ARTS 

DEVELOPER 

WESTWOOD STUDIOS 

RELEASE 

JANUARY 

WEB SITE 

www.tiberiansun.coin 

PLAYERS 

1-4 





We thought it would make a change for us to just reel 
off some of the new features present in Tiberian Sun 
so you can get as many of the facts as we can fit 
into this feature, so here goes: Dynamic objects like 
animated trees, transparent explosions, weather 
conditions like snow, rain, night and day, improved 
physics engine, more advanced multiplayer mode, 
more units and buildings, a waypoint system, higher 
screen resolutions and, hopefully, a cool zoom 
function so you can get a bit nearer the action. 

So what new warring units will you have to play 
about with? Well, on the front-line you will have a jet- 
pack infantry able to hop about avoiding trouble. Orca 
fighters, bombers and troop transports will be 
available for back up and an easy retreat if things get 
a bit hot. When taking enemy bases you will need the 
walking mech tanks, as they are clearly the only units 
able to shoot over walls - although you may be able to 
blow the walls down in one of the Disrupter tanks 


using their shoot sonic booms. Hovercraft tanks and 
APCs, along with Subterranean tanks, may find 
traversing the difficult landscape much easier, but 
keeping them going will still be very hard. All vehicles 
can lose certain components in battle and then 
retreat with sparks and smoke flying, so beware. 


Graphics 

Overall the game will look a lot more realistic than 
earlier games. Real world physics will enable objects 
to roll down hills, and the range of terrain will make 
being on high a major strategic advantage. In fact the 
terrain could be said to be living: rivers will freeze and 
thaw throughout the game, making things hazardous 
for vehicles trying to cross. Even on a more detailed 
scale, the game will have more life. The vehicles will 
have more moving parts, such as mammoth tanks 
turning their turrets and aiming up or down, and 
once they have fired you can actually see the recoil. 

Well, from what we have seen at the shows over the 
past few months, everyone is keen as custard about this 
new episode. It is obviously going to sell like proverbial hot 
cakes, though if Westwood don't manage to pull their 
finger out they may miss the Christmas bonus sales. 
Gather your troops - we are soon to be on a mission! ■ 


RED A LERT 

T here are quite a few major advancements over 
C&C: Red Alert, such that if we hadn’t seen 
games with the same features in-between these two 
games. Tiberian Sun would appear phenomenal. But 
Westwood are adamant that it will be revolutionary. 
The maps are four times bigger than the old Red 
Alert maps, which doesn’t bode well if you are after 
a quick game. The old animated icon-style units from 
Red Alert are long gone, with 3D rendered units and 
buddings included in Tiberian Sun. But the main 
improvement will be the overhauled AI. which was 
pretty stupid in the last game. Finally, units now gain 
experience based on whatever unit type it has 
destroyed. Officers will gain rank and encourage their 
troops as time passes too. No more unmotivated 
soldiers. .. unless they get killed, that is. 



THE NEW BUILDINGS HAVE BEEN DESIGNED WITH MUCH MORE DETAIL. 
IH£ POWER SIATIONS ACTUALLY LOOK MUCH BETTER THAN IN RED ALERT 
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Three different armies to choose from: 

The miiitant Survivors, the mutated evolved and 
the mad-as-hell series 9 rohots. 


New Aerial and Amphihious units. 

New constructibie units - a unit smorgasbord! 
Over 40 missions in a non-linear structure. 

8 player network games, including both human 
and CPO players. •. . ^ 

True line of sight - what you see is whar'yeu kill. 
Waypoint unit controls. > ^ 

Rendered Mission Oriefings, using the 'tamous" v 
motion capture system. 

Oser editable unit stastics for multiplayer games 


Melboumc House 
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With 1999 looming ever nearer, we take a look at those games 
which we feel have the potential to 
win our coveted Explosive award.^^^r 

away by 50 stunning 
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MUST BUY PC 


A LOOK FORWARD 
TO 1999'S TOP GAMES 


n his year has been exceptional 
in terms of both product and sales 
for PC games publishers. Our 
beloved PC now has a bigger 
market share than in its entire 
history, and the quality of PC 
games has increased beyond all 
recognition. And the good news is. 
it's predicted that next year will 
be even better still! With literally 
hundreds of games currently in 
development. PC gamers are going 
to have so much to choose from, 
and deciding which games to buy 
and which not to buy will become 
very difficult indeed. 

To help you along. UPC's Dave 
Gibbon has compiled a list of 50 of 
the most promising games due for 
launch in 1999. Some of them are 
shaping up to be truly fantastic, so 
get ready to drool in anticipation 
as he takes a look at the titles 
set to make your system come 
alight next year. 


Jon Evans 
jon@rapide.co.uk 


CONTENTS 

1999 promises to be a memorable year, with dozens of 
games showing the potential to pick up one of our 
Explosive awards. David Gibbon looks at 50 of them. 


M Final Fantasy VIII 
fB Kingpin 
QI Indiana Jones 
fB Prince of Persia 3D 
M C&C: Tiberian Sun 
Age of Empires II 
ES Rally Championship '99 
U} Prince Naseem Boxing 
Q Alpha Centauri 
M Alien vs Predator 
M Requiem 
m SU27 Flanker 2.0 
01 Galleon 
OS Giants 
OS Taisho 


OS Slave Zero 
OS Delta Force 
m Black & White 
H Rayman 2 
OS Dungeon Keeper II 
OS Blade 

SO Ruud Gullit Striker 
ES No Fear Downhill Racing 
^ Hostile Waters 
M South Park 
^ Real Feel Golf 
^ Mig Alley 
M Tanktics 
CS Discworld Noir 


All trademarks are acknowledged. 
This publication is given away free 
with ULTIMATE PC. 
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MINI PREVIEWS 


Wi Diablo II 

BO Amen: The Awakening 
ED Saboteur 
ES Max Payne 
ES Excession 
EQ Shadowman 
ES Super Hornet 
EQ Machines 
BO Duke Nukem Forever 
EQ Croc 2 
OS Homeworld 


ED Urban Chaos 

OB Lamborghini 

OS Dmikron: The Nomad Soul 

M Dutcast 

OS Descent III 

OS Bloodshot 

CQ Kanaan 

ES Casino Kit 

ED Starshot: Space Circus 

EB Tank Racer 

ES Dragonflight 
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Explosive '991 


DIABLO 2 


PUBLISHER: BLIZZARD ENTERTAINMENT 
RELEASE: SUMMER 

Blizzard Entertainment presents the 
highly anticipated sequel to Diablo, the 
game that set fire to the mortal realm. 
After possessing the body of the hero 
who defeated him. Diablo resumes his 
nefarious scheme to shackle humanity 


The five all~new characters in the 
game - including an Amazon, Paladin 
and Necromancer - will each come with 
unique attributes and abilities. There 
will be four different, fully populated 
towns complete with wilderness areas, 
multiple dungeons, caverns and crypts 
in every town for players to explore. 

And there will be an advanced combat 
system, which incorporates class- 


specific fighting techniques and spells. 
Diablo II will also feature new Battle.net 
options, including increased multiplayer 
support, an on-line trading post and 
world-wide rankings. 

Following on from the original, if 
Diablo II continues to shape up, this one 
is almost certain to be a best-seller. 
From my initial sightings. I’d say this 
one is a definite hit. ■ 


Final Fantasy YIll is on its way! 


n his is the game that has 
everyone talking at present. 
Following on from the huge success of 
FFVIl. which has sold more than six 
million copies worldwide, the next 
instalment of this epic has already 
being branded the biggest game of 1999. 

Although initially set for release on 
the Sony PlayStation, the game will 
soon find its way onto the PC - 
possibly during the third or fourth 
quarter of the year. And this time 
round there will be a few changes. For a 
start, it will be published by Electronic 
Arts instead of Eidos Interactive. And. 
as for the game itself, well, this is set 
to be totally revamped, made even 
bigger and improved upon in a number 
of ways. (Is that possible?!) 

The battle system in 
FFVIII will be the same 
turn-based combat as 
in FFVIl. There are. 
however, a 
number of 


t z«u ^!| 

"ArayouroaltyooirHlto ' 
do that?!" 


battle elements to increase the actual 
strategy involved for an individual 
battle: gone, for example, will be the 
complicated materia system and the 
way magic used magic points. 

You will have the ability to ’draw’ 
magic from your opponent. Once this 
has been selected, another menu will 
jump up. giving you the 

choice to ’Use’ or ’Stock’ 
the magic you have 
" just drawn. 

It will also have 
J a Guardian Force, 
used to summon 
the monsters in FFVIl. 
It has not yet been fully 




revealed how it will work, but the 
monsters you summon will have the 
ability to gain experience and. with 
experience, gain more strength. 

The story behind the game is that 
Squall attends a school by the name of 
Garden. It’s a military school for young 
and late teens, which teaches them 
many skills, most notably the use of 


magic. Students are then given an 
exam in their later years to determine 
whether they stay enrolled or get 
expelled. And those who do graduate 
from this school get the option to join 
a special forces group known as SeeD. 

A number of new characters will 
also be featured in the game. Below 
is a look at just four of them: 


into unholy slavery - tNs time by setting 
out to free the other Prime Evils: Mephisto 
and Baal. As Amazon. Sorceress. 
Necromancer. Paladin or Barbarian, you 
must put a final end to Diablo and his 
evil brethren - even if you must follow 
them into the burning hells themselves. 

Features include five new character 
classes with unique abilities, four 
expansive realms, and enhanced 
multiplayer functions (up to eight players 
via Internet with Blizzard's proprietary 
Battle.net technology that allows for 
multiplayer quests, trading posts and 
much more). Diablo II also boasts 
powerful new weapons and magic, and a 
dynamic character imaging system that 
allows for dynamic display of differences 
in weapons, armour and items. 






























AMEN: THE 
AWAKENING 


PUBLISHER: GT INTERACTIVE 
RELEASE: SUMMER 


Details of this game were very 
sparse at the time of going to 
press, but GT say they expect this to 
be one of their blockbusters of 1999. 

Amen: The Awakening is a 3D 
first-person action adventure 
experience of epic proportions. GT 
claim it will immerse players in an 
"incredibly realistic and frightening 
world". Players will assume the 
role of a foolhardy British comman¬ 
do, who is swept into an action- 
packed adventure that chronicles 
the end of human civilisation as we 
know it. Sounds like fun! 

Because of its attention to detail, 
scope and plot, GT say Amen: The 
Awakening will appeal to the action 
crowd as well as fans of role-play¬ 
ing games and adventure games. 


PUBLISHER: INTERPLAY 


RELEASE: SPRING 


uS ingpin, currently in develop¬ 
ment with Xatrix Entertainment (the 
creators of the camp hit Redneck 
Rampage), has a plot beginning in 
familiar urban settings that allude to 
the southside of 1930s Chicago. 

It takes players on an adventure 
that quickly progresses into an 
alternative, "retro-tech" past. A 
past where recognisable materials 
from that era. like radios and vacu¬ 
um tubes, have been rigged into 
primitive forms of computer tech¬ 
nology. It is in this bizarre milieu 
that gamers must navigate danger¬ 
ous. gangster-infested streets, 
tensely working their way up while 
trying to avoid the steely attention 
of the Kingpin. 

This surreal game, which the 
publishers claim contains disturbing 
overtones, will be based on an 
enhanced version of the Quake H 
engine and is designed with an 
episodic structure that features 
overlapping adventure and action 
arcs. Each episode will contain multi¬ 
ple levels, as players get to know 
characters and environments while 
picking up clues and getting the low- 
down on situations during the 
adventure phases of the levels. 

All-out action will then later 
become the focus of most levels, 
culminating with unique "trans-lev- 
els" between episodes that bring the 
action to its peak and transport the 
player to the next episode. These 
trans-levels always involve some 
type of vehicle. In one example, the 
player must fly a gyro-copter in 
order to hijack a weapons-laden 
blimp. The action is designed 


to give the player a sense of geo¬ 
graphical space between each 
episode that adds to the sense of 
location that defines Kingpin. 

Approximately seven episodes 
are planned, including Skid Row. with 
its On The Waterfront. Dead End and 
Midtown levels; RotoDyne. with 
Perimeter. Steal a Plan and Dr. Z’s 
Lab levels; and F’enthouse. with 
Goons and Robots. 0mniVac2000 and 
Final Confrontation. These 

S locales are inhabited by a 

I some sinister and some 
¥ 

just quirky, but each 


with specific behaviours which add 
to the local colour and can either 
help or hinder the player as he tries 
stealthily to move up in the burned- 
out turf of the Kingpin. 

"Xatrix proved with Redneck 
Rampage that they are masters of 
creating a unique theme and sup¬ 
porting it with technology to make 
a phenomenal, totally engrossing 
gaming experience." said Trish 
Wright. Vice-President of develop¬ 
ment at Interplay. "When you com¬ 
bine the compelling theme of 
Kingpin with tfie Quake II technolo- 
gy. you're sure to 
capture the atten 
tion of gamers." 
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Indiana 

andfne 

Machine 


PUBLISHER: ACTIVISION 
RELEASE: SPRING 


IfS f s 1947. and the Cold War is just 
beginning its insidious spread. 
Soviet agents have been ordered by the 
Russian government to search the 
ruins of the fabled Tower of Babel for 
an ancient machine that could unlock a 
legendary inter-dimensional gate. If 
activated, the device could unleash a 
deadly force and swing the balance of 
power away from the West. Only one 
person is capable of preventing a plan 
so terrifying and dangerous: the 
renowned archeologist. Indiana Jones. 

Yes. Indy is back in Indiana Jones 
and the Infernal Machine, a new real¬ 
time 3D action-adventure from 
LucasArts Entertainment Company 
LLC. expected to release first quarter 
1999 for PC. Fraught with all the action 
and intrigue worthy of a classic Indiana 
Jones film, the game will lock players in 
a race around the globe to thwart the 
Soviet's frantic search for clues to the 
mysterious Infernal Machine. 

"Indiana Jones and the Infernal 
Machine is a sharp departure from 
LucasArts' previous Indy titles." says 
Project Leader Hal Barwood. who last 


ones 
[nfernal ! 

guided Indy to mythical 
Atlantis. "Indiana Jones defines I 

the very notion of action hero. ^ 
perfect for a game in the real- I 
time 3D action-adventure genre." I 

The game begins when the CIA. I 
led by Indy's old friend Sophia I 

Hapgood, brings him alarming evi- | 

dence that a Soviet physicist. 

Gennadi Volodnikov. has been 
searching the site of the Tower of Babel 
for evidence of an ancient machine that 
can open the door to a parallel dimen¬ 
sion called the Aetherium. Volodnikov 
and his Communist henchmen are anx¬ 
iously trying to reassemble the machine, 
but need to find several crucial parts to 
get it working. The missing parts, scat¬ 
tered throughout the far corners of the 
globe, are the targets of Indy's quest. 

Indiana Jones and the Infernal 
Machine takes Indy to all the exotic 
locales players expect in an adventure 
this spectacular, ranging from the 
ruins of ancient Babylon and mysteri- 




P fJ ous Tian Shan Mountain 
f region in Kazakstan to the 
Aztec pyramids in 
Teotihaucan and beyond. 

Staying one step ahead of 
the Russians will require play- 
' -T ers to solve a variety of chal- 
S lenging mechanical puzzles. 
Interior sites, such as tem- 
pies, tombs and dungeons. 
04 ^. ^re incredibly expansive. 

E ’4':^ and allow for thorough 
' ■■R ' exploration, puzzle solving 

and intense combat. 

The game's unique geo¬ 
graphical locations also serve as 
settings for several special action 
sequences that range from guiding 
a raft through an exciting descent 
of white-water rapids, a spectacu¬ 
lar off-road Jeep chase through the 
jungle to an exhilarating roller 
coaster-like mine car ride. 



Indy has the ability to crawl, run. 
leap. swim, swing and climb through 
each level. He'll rely upon his trusted 
whip, a complement of weapons (auto¬ 
matic pistols, rifles, a bazooka, hand 
grenades and satchel charges) and use¬ 
ful collected objects to defeat the 
game's battalions of Communist 
agents, soldiers and other-worldly 
adversaries. In addition, each machine 
part Indy finds confers a certain magi¬ 
cal power that is necessary to help him 
complete subsequent chapters. 

Indiana Jones and the Infernal 
Machine will feature solo, co-operative 
multiplayer scenarios and various LAN 
and Internet gameplay modes. The 
game will require 3D acceleration, so 
it's no good if you don't have a 3D 
card. If you do. though, it looks all set 
to be must-have product and a major 
hit for LucasArts' new publishing 
partner. Activision. 


MS 




hi 




SABOTEUR 


PUBLISHER: EIDOS INTERACTIVE 
RELEASE: SUMMER 



Saboteur is a third-person perspec¬ 
tive action game involving a mixture 
of combat, puzzle solving and explo¬ 
ration. It matches a strong story line 
to proven genres (Tomb Raider and 
Soul Blade) and adds its own unique 
elements in an attempt to create 
something a little different among 
the myriad of third-person perspec¬ 
tive games. 

The game features a story line 
based around the ninja main charac¬ 
ter. In total, however, the game 
includes over 30+ characters and 
game worlds. 

To get the graphics to look Just 
right, the developers used motion 
capture, single-skinned objects and 
true object dynamics. 


While your ninja character walks the 
streets, the game makes use of a side- 
kick by giving the ninja a dog. This will 
be largely computer controlled and will 
be able to interact with the background 
and background objects. 

Saboteur looks set to take on Tomb 
Raider, but with a ninja instead of a 
busty girl at the helm, its success is less 
assured. Up to now, though, as a game in 
its own right it’s looking very, very nice. 



















ever played the original games, you'll 
no doubt remember the spikes that 
came up through the floorboards. 

They were one of the best, most mem¬ 
orable hazards last time round, and 
now that it has gone 3D. the develop¬ 
ers have made sure these kind of great 
features have stayed intact. 

The new version of Prince of Persia 
uses advanced 3D technology to com¬ 
bine the fast-action combat of a fight¬ 
ing game with the depth and immer¬ 
sion of a classic adventure/action 
game. The story line, co-authored by 
Mechner, is in the rich tradition of the 
Arabian Nights, and pulls the player 
through the exotic and fantastic 
locales of ancient Persia. Environments 
will include ornate palaces, labyrinthine 


PUBLISHER: MINDSCAPE 


RELEASE: SPRING 


t’s back! One of the most popu- 
KJl lar games of the eighties is mak¬ 
ing its way to the PC. and it's almost 
certain to be a sure-fire hit. Prince of 
Persia 3D is a third-person point of 
view, real-time adventure/action game 
which is the vastly updated sequel to 
the best-selling, award winning Prince 
of Persia games originally created by 
Jordan Mechner. 

Prince of Persia 3D includes all the 
features which made Prince of Persia 
so popular, including fluid, realistic ani¬ 
mation. devious traps, and an elegantly 
simple interface for running, jumping, 
climbing and sword fighting. If you've 


Magic and weapon power-ups allow 
you to harness mystic powers for sur¬ 
vival. The Bow and Arrow is used for 
long-distance combat, while the Magic 
Carpet allows you to travel to places 
that you can't get to by foot alone. 

From the early version I've seen. 
Prince of Persia 3D looks set to be 
something very special indeed. One 
interesting point to note is. instead of 
using motion capture for the Prince, 
the developers decided to animate 
him in the same way they did the 
original - just to make sure the game 
doesn’t lose its unique feel and look. 


caverns, mystical ruins and bizarre 
fortresses, all of which will be vividly 
portrayed in the rich aesthetic charac¬ 
teristic of Middle Eastern culture. 

The game includes fifteen exotic, 
expansive Persian environments to 
explore, featuring highly original and 
challenging level designs. It also fea¬ 
tures a compelling story line that pulls 
you through the action and was writ¬ 
ten in consultation with Jordan 
Mechner. There’s tons of devious traps 
to avoid and puzzles to solve, and plen¬ 
ty of sword fighting combat based on 
an intuitive, elegant interface, which 
puts a premium on real sword fighting 
techniques (precision and timing 
important) with different styles 
depending on your weapon of choice. 
Added to this there are over 20 dis¬ 
tinct opponents (both human and fan¬ 
tasy creatures) with Al that adjusts to 
match your combat style. 



But who is Hax Payne? WeULbes a lurking in the city's heart of darkness in 
fugitive cop. framed for the murder of his this intense 30 action shooter, 
boss. His mission to avenge his slaugh- Although the number of levels hasn't 

tered family will take him on a hot lead been revealed. Take 2 say this one is 
dispersin' rampage through the criminal going to be big. And graphically they are 

underwortd of New York City. trying their hardest to make sure Max 

Max. a lone hero, has to go up Payne becomes known not just for its 

against a gangs of stone killer mobsters. gameplay, but for its graphics as well. 

drug-«nhanced madmen, bad cops, pro- No month has been set for its 

fessional assassins, corrupt politicians release, but expect to see it 
and the other diabolical masterminds sometime early next year. 


PUBLISHER: Take 2 Interactive 
RELEASE DATE: TBA 


Max Payne is the forthcoming 3D 
action adventure game from Take 2 
Interactive. The company say they are 
expecting great things from this, a 
game which features a hard-boiled, 
no-nonsense cop. 
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Explosive '991 


EXCESSION 


PUBLISHER: THO 
RELEASE: SPRING 


Excession is a fast-action, shoot-’em- 
up game set in deepest 3D space. The 
first title of ‘99 to be launched by THQ, 
the idea beMnd the game is that the 
player must stop the evil Excession 
(some kind of weird asteroid field) 
from entering our universe. All very 
well, you may think, but the whole 
game is timed and. as the Excession 
grows, so too does its power! 

The good newris. you have a 
sentient ship with lots of potential. 
You find and eat power crystals, 
upgrade your weapon and kick some 
serious space-looking ass! 

The most important part of the 
game is devising a strategy that 
stops the Excession in a universe 
full of henchmen. This rather nasty 
piece of work has weapons galore up 
its sleeve, vaporising everything in 
its path. A scythe of total destruc¬ 
tion, the Excession leaves only shat¬ 
tered asteroids and charred remains. 
Developed by GameFX technology, a 
THQ wholly owned development stu¬ 
dio. graphically this game is looking 
very smart indeed. 

Its graphical superiority comes 
as no surprise, however, when you 
learn the CEO of GameFX is Noah 
Davis, who is an ex-Looking Glass 
Technologies member of staff and is 
on the 3Dfx advisory committee - 
the technology behind the Voodoo2 
range of graphics cards. 

If the gameplay can keep up to 
pace with the graphics. Excession 
could well prove to be a shooting 
hit on its release next April. 


by bringing out imitations. But none 
of them have been as good as 
Westwood's efforts. 

Now. as with other games in the 
series. Westwood look likely to come up 
trumps again with the launch of the 
latest in the series. Although many say 
this game will not be as much of a 
jump as they would have liked, it's still 
almost certain to be a major hit. 

This time round, players will find 
experience pays off. So with every 
attack, your high-tech, high-energy 
weapons and units gain experience 
points, improving armour, speed. 


PUBLISHER: ELECTRONIC ARTS 
RELEASE: SPRING 


he game that was to be pub- 
■ . lished by Virgin until Westwood 
decided to opt out and go with 
Electronic Arts is right on course to 
be a blockbuster of the highest order. 
The third instalment in the now 
world famous Command Q Conquer 
series. Tiberian Sun looks set to 
reveal new and exciting ways to wage 
wars. Rise to command the 
Brotherhood's next generation of Nod 
super soldiers or pit the high-tech 
weapons of the GDI (Global Defense 
Initiative) against The Brotherhood in 
the ultimate global defensive. 

Everyone familiar 

with CSC will know its (; T' ^ 
brilliant, yet simple ^ 
gameplay - and just how ; 
addictive it can be. Over the x. 
last year, a number of compa¬ 
nies have tried to copy the format 


power and special abilities. You will 
now also have more devastating 
new weapons, units and structures 
- and you can patrol your perime¬ 
ters with Hunter Seeker drones, 
burrow beneath Firestorm Defense 
and unleash the Devil's Tongue 
flame tank. 

For those who enjoy the strategy 
element of CSC, you'll be pleased to 
know this new game will have a lot 
more. Now you can devise totally 
new combat strategies by utilising 
dropships for re-enforcements and 
MCVs. customising your weapons 
structures with special upgrades, 
acquiring lethal units from scaveng¬ 
ing mutants and many more new 
combat enhancing elements. 

There will also be more guerrilla 
warfare. You will be able to execute 
covert night missions to knock out 
enemy radar, then hack into 
defence systems to broadcast crit¬ 
ical misinformation as just one of 
many new opportunities for 
sophisticated sabotage. 

Westwood are said to have gone 
to great lengths to improve the 
game graphically. Now. for example, 
you get a true 3D terrain battle¬ 
field. and using coloured lighting 
you can intensify combat for 
improved in-game battles. Shoot 
out enemy floodlights and attack 
under cover of night! Fight through 
the intensity created by the flash¬ 
ing red lights of a base on full alert! 

Tiberian Sun is not expected to 
do as well as other CSC games, 
down to the fact some people are 
actually getting a bit fed up of see¬ 
ing CSC clones, but with Westwood 
behind this, we should all expect 
the unexpected. 


iHOvii 
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I Explosive *99 


PUBLISHER: ACCLAIM 
RELEASE: SPRING 


Here’s a game that looks likely to be 
a truly unique 3D action adventure 
game for the PC. Straddling the 
divide between the Liveside and the 
Deadside to thwart the Apocalypse. 
Shadowman is based on the suc¬ 
cessful Acclaim Comics character of 
the same name. 

Designed to be a chilling com¬ 
puter game adaptation by Acclaim’s 
own Iguana Studios, it uses cutting 
edge VISTA technology (Virtually 
Integrated Scenic Terrain). This tech¬ 
nology is said to allow huge atmos¬ 
pheric environments with ground¬ 
breaking graphical treatments, 
including landscapes stretching to 
the horizon in any direction. As 
Shadowman. the player will flick 
between multiple views of this 
weird world of voodoo and wage 
war against legions of otherworldly 
psychos. Tracking down serial 
killers with an awesome arsenal of 
hard-core weaponry and voodoo 
implements, the player must defend 
the world from an appalling apoca¬ 
lypse of evil. 

Defying genre stereotypes. 
Shadowman aims to combine the 
best of both worlds with its myste¬ 
rious nature, unique setting and 
adult themes, it hopes to captivate 
your mind whilst delivering immer¬ 
sive and original gameplay. 

Whether it can do all this is 
another thing. But more news will 
come your way about this original¬ 
looking game as we get it. 


Age of Empires 11 


Players can improve the econo¬ 
my of their civilisation through 
expanded trade and diplomacy 
options. In addition to gathering 
resources, they can trade at their 
own market or use trading routes 
with their allies. A market-based 
economy gives new options for play¬ 
ers to buy and sell as well as specu¬ 
late on resources. 

Gamers command one of thir¬ 
teen mighty civilisations. These 
civilisations include those of the 
Franks. Japanese and Byzantines, 
as well as those of the raiding 
Vikings. Mongols and Celts. Each 
civilisation has unique attributes, 
buildings and technologies, as well 
as a particular combat unit based 
on its historical counterpart. 

To make the game easier to play 
this time round, production queues, 
improved navigation points and cus¬ 
tomisable hot-key systems have 
been added. In addition, more audio 


PUBLISHER: MICROSOFT 


RELEASE: SPRING 


cues make empire management eas¬ 
ier. Map shortcuts, such as gather¬ 
ing points, make it easier for players 
to coordinate and plan their battles. 

Players have more than a thou¬ 
sand years of evolution to build 
their nation into a powerful, flour¬ 
ishing empire. Buildings and units 
upgrade and improve as players pass 
through the Middle Ages, and victo¬ 
ry can now be achieved in a number 
of ways. In contrast to the linear 
gameplay found in other real-time 
games. Age of Empires II lets 
gamers choose one of several ways 
to achieve world domination and 
ultimate victory. You can have domi¬ 
nation of enemy civilisations, eco¬ 
nomic victory through accumulation 
of wealth and building and defending 
wonders of the world. 


n ge of Empires II is the sequel 
to the award-winning, best¬ 
selling real-time strategy game. 

Age of Empires. 

Age of Empires II spans a thou¬ 
sand years, from the dark ages to 
the late medieval period, in which 
players control the destiny of 
humankind from the fall of Rome 
through the Middle Ages. The game 
keeps the epic scope of the game¬ 
play in Age of Empires while evolving 
the combat, economic, trading and 
diplomacy features. 

Starting with minimal resources, 
players are challenged to build their 
nations into great cultures. Gamers 
can choose from several ways to 
win. including conquering enemy 
civilisations, accumulating wealth by 
extensive trading and diplomacy or 
building and defending wonders of 
the world. Age of Empires II, being 
developed by Ensemble Studios, fea¬ 
tures the expertise of Bruce 
Shelley, co-designer of Age of 
Empires and Civilization. 

If you were a fan of the original 
game, you are going to love the new 
features in this. In addition to mak¬ 
ing use of the features found in Age 
of Empires, Age of Empires II 
enhances players’ experience in a 
number of ways. For starters, 
there's the combat aspect. Players 
can use garrisoning, military forma¬ 
tions and advantages in direction 
facing to add interesting tactical 
choices. Units are also smarter, with 
new artificial intelligence (Al) options 
such as Guard. Patrol and Follow, as 
well as multiple aggression levels. In 
addition, players can ram enemy 
ships with their boats and then 
board the ships to capture them. 












Hidden Routes - Another interpre- Jumps - You will now be able to cre- 
tation of the road fork (above) or ate jumps were the car takes off. 
the split course (see below), but These will be used to various ends, 

with the alternative route(s) not which might be to clear a river, gap 

obviously visible. You would probably or object, to reach a higher level of 

drive through a gap in the trees or a road, to take a shortcut or pass 
fence, over a hill or even through a another car. 


Shortcuts - Where you have one or 
more route, one may be shorter than 
the other(s). This would become 
apparent with repeated playing of 
the course. Shortcuts can also be 
used in conjunction with hidden 
routes (see above). 


Same-Level Crossovers - Two or 
more routes would meet at the same 
point, in a crossroads-type situation. 
There would obviously be the possi¬ 
bility here of cars reaching the same 
point at the same time and crashing 
- similar in concept to the Scalextrix 
crossovers. This idea may also be 
used to have other vehicles crossing 
the player's path, such as trains. 


gate, which may sometimes be 
closed. A hidden route is more likely 
to be used as a shortcut (see below) 
or to avoid contact with other play¬ 
ers. Hidden routes would be found 
over time, meaning that there would 
always be something new to playing 
the same course. 


Rally Championship yy 


PUBLISHER: EUROPRESS 
RELEASE: SPRING 

■*3 uropress have said they are cut- 
ting back their games develop¬ 
ment. This. I have to say. is a real 
shame, as they have become a dab hand 
at putting together some first class 
games. Following the success of their 
last Rally game for the PC. the company 
are currently developing Rally 
Championship '99, featuring the official 
Mobil 1 British Rally Championship. 

All the excitement of the fastest 
growing rally championship is set amid 


stunning photo-realistic scenery in the 
all-new game, featuring a true multi¬ 
route environment which literally puts 
the whole world at your fingertips. 

Gone is any vestige of the 'glass 
wall' syndrome, as you drive in a realistic 
environment based on Ordnance Survey 
maps rather than on a single restrictive 
track. Forks in the road, dead ends and 
hidden routes are only the start of it. 
With this Rally, there are practically no 
limitations on where you can drive. 

The game is currently being 
developed with leading edge technol¬ 
ogy by the renowned Magnetic Fields, 
a company famous for their racing 
games (they wrote earlier Rally 
games for Europress and they wrote 
all the Lotus games for Gremlin). 

If what Europress say is true. 
Rally Championship '99 returns to the 
pure simulation blueprint which made 
its predecessor. Network Q RAC Rally 


Championship, 
a chart topper. 

It recreates a full 
championship with six 
rallies, each with six classic stages. 

Ten rally cars are at the player's dis¬ 
posal. each with apparently advanced 
physics and new tumbling and collision 
routines, bringing realistic interaction 
with the scenery. Full 360 degree 
panoramic movement is also set to add 
to the 'real world' experience. 

With the prospect of sophisticat¬ 
ed artificial intelligence. 3D advanced 
sound, multiplayer options and com¬ 
prehensive hardware support, this 
could well race ahead of all other 
Rally games out there. 

Below is a look at just some of 
the hazards in the game; 

Forks in the Road - The current 
route can split into two or more dif¬ 
ferent routes, all of which can have 
their own design elements, such as 
different terrain, width, length, 
scenery, objects, etc. There are no 
real limitations on the number of 
routes. From one fork, a number of 
other forks can be added to branch 
off in different directions. 


SUPER HORNET 

PUBLISHER: DIGITAL INTEGRATION 
RELEASE: SPRING 

Super Hornet follows on from the 
award-winning successes of Apache 


Longbow. Hind and F-16 Fighting Fatcon 
from Digital Integration. 

Based on the US Navy's F/A-18E 
Super Hornet - one of the world’s dead¬ 
liest high performance multi-role strike 
fighters - DI’s F-18 is set to take the 
flight sim world by storm. 


rich environments and the gaming world's 
first ever fully interactive carrier-deck, 
complete with arm waving marshals. 

Also included, by popular demand, is 
DI's comprehensive Strategic Mission 
Designer’, wNch allows the game player 
to take control of up to 32 aircraft across 


allows the player to select functions on 
the instrument panel using the mouse, in 
exactly the same way that the pilot would 
make selections in a real combat situation. 

With the flight sim market becom¬ 
ing as competitive as the one for soc¬ 
cer, whether or not this one can become 




DI have gained a reputation for pro- four squadrons - the likes of which 
dudng quality flight sims, and F/A-18E haven’t been seen since Tornado (a Ngh- 

Super Hornet is said to be the most ly successful game of the eighties), 

advanced and realistic flight sim to date. Super Hornet also ups the real- 

featuring DI’s all-new dynamic random ism stakes even further by fea- 

mission generator, the latest in advanced hiring a completely ‘active 
‘real-deal’ avionics, a spectacular new 3D cockpit’ wNch 
visual system, state-of-the-art target 


a market leader remains to be seen. 
Watch this space! 
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rmjce Naseem 

ilL 11 I LI this game and expect it t 

meoa success. 


PUBLISHER; CODEMASTERS 
RELEASE: SPRING 

□ rince Naseem. the 23-year old 
WBO Featherweight 
Champion, has signed up with 
Codemasters to appear in this 
much-rumoured, high-spec boxing 
game, due for launch in January. 

Boxing has always been an under¬ 
exposed genre on the PC. Very few 
boxing games appear on our shelves, 
yet the ones that do always seem to 
do well. And with Prince Naseem 
behind this, number one status is a 
distinct possibility. 

Up until now, Codemasters have 
kept this game heavily under wraps 
throughout its long-term develop¬ 
ment programme: mainly to stop 
other firms getting ideas and doing 
something similar. 

Prince Naseem Boxing, still in 
development at Codemasters’ 

London Development Studios, will be 
the publishers’ first major title for 
1999, and it will be backed by a mega 
£1 million advertising campaign. 

With the company willing to put 
that much money behind it, it’s 
plain to see they fully believe in 


this game and expect it to be a 
mega success. 

The company have made sure they 
got the worldwide rights to the cham¬ 
pion, which they see as vitally impor¬ 
tant; it not only provides 
Codemasters’ development team with 
access to Naz to capture his likeness 
and high-velocity boxing style, but 
also precludes Prince Naseem’s image 
being associated with any other box¬ 
ing computer or video game. 

The game, which authentically 
recreates both the skill and the 
high-adrenaline excitement of the 
sport, is set to feature over 100 indi¬ 
vidual boxers in Exhibition and Career 
game modes. 

Mike Hayes, Codemasters’ 
Marketing Director commented: 
"Prince Naseem is. without doubt, 
the real star of the current boxing 
world, and the deal provides 
Codemasters’ boxing game with a 
highly effective focus and a dynamic 
positioning: he’s loud, supremely 
skilled and an absolute champion - in 
30 fights he’s won the lot. and 28 of 
them knockouts." 

"The quality of the game is guaran¬ 
teed: no matter which sport has been 
targeted for development - be it ten¬ 
nis with Sampras, rugby with Lomu or 


Player One 


rallying with McRae - Codemasters has 
earned an excellent reputation for 
developing the genre-leading product. 
Boxing will be no different. The soft¬ 
ware is already looking exceptional and 
much more advanced in terms of fluid, 
lifelike 3D graphics and game struc¬ 
ture than any other boxing title." 

"With Naseem signed, we’re con¬ 
fident we have a game that is 
superbly commercial, thoroughly 
exhilarating to play and one of the 
first dominant games of 1999." 

Player • One _ 


So what exactly does Naseem 
think of all this? He said: "I wanted 
to have my own game, and there 
has been no shortage of offers. But 
I wanted to do more than just give 
my name, and Codemasters have 
really involved me in the whole pro¬ 
ject. Reflecting everything I stand 
for - the power, the energy and. of 
course, the showmanship - they 
have provided a game that captures 
the spirit of the sport. I’m very 
excited to be onboard". 

Player Tw^ 




THE RISE OF BOXING’S GREATEST ENTERTAINER 


Prince Naseem is seen as one of the 
most gifted fighters of our generation. 
But he didn't get there without a fight 
(excuse the pun!). His roots lie in the 
Arab Republic of Yemen; it has been 
said that the presence he has in the 
ring owes something to this. He was 
sent to Brendan's gym - just a short 
walk from his home - by his father 
Sal, who was concerned that his sons 
were the victims of racist bullying at 
school. "On my first day in the gym, 1 
knew that boxing was my future", he 
says. "It was street fighting with 
rules. I just loved it." 

At twelve he was already the stuff 
of hyperbolic headlines, as he embarked 
on what was to be a glowing amateur 
career. Four stone nothing, he made the 


weight of his first ever bout by stuffing 
pieces of lead in his shorts. When he 
turned eighteen, he signed a profes¬ 
sional contract in the hallowed halls of 
the British Houses of Parliament. 

It was a fitting start for the fight¬ 
er. who for the past five years has 
been both revered and reviled for his 
outstanding skills and often irritating 
verbiage. Now the WBO Featherweight 
Champion of the World, he has proved 
to many that as one commentator 
observed, "there is much more to 
Naseem Named than power punches 
and pizzazz." 

He has proved it by dispatching 
Steve Robinson in Cardiff, where he 
won the world title, and by outclass¬ 
ing fighters such as Vincenzo 


Belcastro and Laureano Ramirez, both 
unbeaten before Named took them on. 
Every one of his last twelve oppo¬ 
nents, with the exception perhaps of 
Juan Polo Perez, have been world 
class pugilists. He has proved it in 
style. Of his last five fights, four were 
finished within two rounds and won 
by breathtaking knockouts. 

As for his spiritual wealth. Naseem 
has that all figured out too. After box¬ 
ing. his main ambition is to secure a 
place in the afterlife. The man with 
Muslim beliefs is sure that once he has 
enough money ("one billion pounds 
should just about do it") he can concen¬ 
trate on devoting his life to his religion. 

He has an interesting theory on why 
his hero, Mohammed Ali, also a devout 


Muslim, is now a victim of the debilitat¬ 
ing Parkinson s disease. "I think that 
God wanted to show him that even 
though he was the greatest, he was still 
human", he says thoughtfully. But by the 
same logic, couldn't Naz himself be so 
afflicted? "Not a chance." Apparently it's 
all to do with “self belief". 

Named is unswerving in his assertion 
that he will become the undisputed 
Featherweight Champion of the World and 
that he will take other woKd titles in at 
least three other weight divisions. "In my 
eyes nothing can stop me from being a 
legend", he says. 

But while Naseem may well become 
a legend, will the game he is endorsing? 
With both Codemasters and Mr Naseem's 
pedigree behind it, it's a fair bet. 
Codemasters could well find their boxing 
game to be a knockout with the punters. 








gxptosive : 



MACHINES 


PUBLISHER: ACCLAIM 
RELEASE: SPRING 

Machines is a game for all fans of metal 
robots and good old fashioned all-out 
warfare. In tNs real-time polygonal 
world, silicon-based life forms are hell 
bent on colonisation of ttie universe. In 
the mission to seed and dominate alien 
worlds, 18 different types of 
mechanoids with mix and match 
armoury compete in variable weather 
and environmental conditions. Multiple 
camera views and the stealth green 
night vision tint allow campaigns to 
stalk and destroy enemies effectively. 

With both four-player network 
and Internet multiplayer functions. 
Machines looks like it will be perfect 
to play on the Net. Its gameplay lends 
itself exactly to what makes a great 
Internet game, and its tactical play 
utilises the sabotage and espionage 
capabilities of depositing mines, 
stealing research and passing vital 
enemy information! 

If everything comes together as 
planned, this could make a superb 
standalone game as well! 




Alpha Centauri 


THE UNIVERSITY OP P 


PUBLISHER: ELECTRONIC ARTS 
RELEASE: SPRING 


reated by one of the most 
famous developers in the busi- 
Sid Meier. Alpha Centauri is a 
game of exploration, discovery and 
conquest set on an alien world in the 
early 22nd Century. 

Following closely in the footsteps 
of Civilization, Colonization and 
Civilization II, with the same notori¬ 
ously addictive gameplay that made 
these products into c\ass\cs. Alpha 
Centauri is set to become another 
best-seller in this long-running saga. 

In the game, the player takes the 
role of the leader of a small band of fol¬ 
lowers fleeing the pollution, chaos and 
genocide of Earth. All transmissions 
with Earth mysteriously ceased mid¬ 
way through the journey, and a mutiny 
split the crew into seven hostile and 
suspicious factions. Your command pod 
is left to fend for itself, barely pre¬ 
pared for the task of survival on a hos¬ 
tile. alien world. The game opens with 
each player in possession of one 
Command Pod that begins the race to 
dominate the surface of the new plan¬ 
et. Along the way. the player will dis¬ 
cover futuristic technologies and be 
able to design custom units to defend 
his/her fledgling outposts. Like the 
Civilization series of games, a player 
may win the game through a number 
of different pathways - some peaceful, 
some violent. 

Some of the best features of the 
game include the ability to play as 
the leader of seven different fac- 


ness, 


future. And there will be all-new 
future technologies to discover, with 
difficult trade-offs - do I want to 
discover something that gives me a 
cool military unit, a new computer 
virus to infiltrate an enemy net¬ 
work. new medical technology to 
increase my standard of living or a 
new power resource that helps me 
generate more energy? 

When it comes down to the 
actual landscapes, this game is in a 
league of its own. It features an 
all-new fractal-based planet gen¬ 
erator featuring 3D contoured ter¬ 
rain. Each game provides a new. 
randomly generated 
alien planet to explore 
for endless replayability, p / 

With so much to it. --T 
and Sid Meier as the 
head developer, this game 
could well become an inter¬ 
national best-seller on 
its release. 


tions. ranging for the ecologically 
conscious Gaians to the profit-hun¬ 
gry Morgan Conglomerate and the 
warlike Spartans. Each has special 
benefits and drawbacks related to 
the culture of the faction. 

You will also have the capability to 
create custom units according to your 
needs. A mix of land, sea and air units 
may be produced, armed with energy 
or projectile weapons and featuring 
dozens of special abilities, from cloak¬ 
ing devices to anti-gravity struts. 

When it comes down to trading, 
this game has some new innovations 
up its sleeve. There’s now a new eco¬ 
nomic model, where energy is the 
most important commodity of the 
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DUKE NUKEM 
FOREVER 


PUBLISHER: GT INTERACTIVE 
RELEASE: TBA 


Expected to be one of the real big¬ 
gies during 1999. Duke Nukem Forever 
is the sequel to the best-selling PC 
game. Duke Nukem 3D. with the 
amazing Quake II engine as the 
backbone behind more stunning 
gameplay featuring the infamous 
and much-loved Duke Nukem. 

"Duke Nukem 3D has become a 
premier interactive entertainment 
franchise, and shows no signs of 
slowing as the title continues to 
sell-through at retail.” said Ron 
Chaimowitz. President and Chief 
Executive Officer of GT Interactive. 
Further to the legendary Duke and 
his massive butt-kicking reputation, 
an all-new character will be 
unveiled to team up with Duke as he 
battles new enemies across a range 
of realistic terrain. 

Duke Nukem Forever will deliver 
even more of the trademark humour 
and wit that was so acclaimed in 
Duke Nukem 3D. and will utilise id 
Software's proprietary cutting-edge 
Quake II game engine, with 
enhanced capabilities over its pre¬ 
decessor and a promised end result 
which will allow gamers to fully 
immerse themselves in a 3D envi¬ 
ronment like never before. 

As you'd expect, the game will 
feature more weapons, more ene¬ 
mies. more levels and, perhaps more 
surprising, more sarcastic humour! 
There's the promise of a lot more 
sampled speech, complete with new 
catchy phrases. And there will be 
some, yet to be revealed, innova¬ 
tions in both the single and multi¬ 
player modes. 

With the cutting-edge Quake II 
game engine behind this, what more 
can I say? Hit. hit. hit!!! 


Alien vs. Predatoif 


ferent first-person gaming per- ^ 

li 

spectives: Alien, Predator or ^. 

Colonial Marine. Your mission ^ 

varies depending upon the role 
you choose, offering a completely 
diverse gaming experience with dif¬ 
ferent game objectives, view perspec¬ 
tives and accompanying weapons. 
Fuelled by an entirely new 3D engine, 
AvP also features multiplayer capabili¬ 
ties. enabling gamers to battle it out 
on-line as their favourite character. 

AvP is a completely non-linear 
world, allowing you to revisit levels - 
often necessary to progress through 
the plot - with total freedom of 
movement to do whatever it takes to 
stay alive. A full physics modelling 
feature is promised, which enables 
different points of view and allows 
objects like fragmentation grenades 
to bounce and spin around corners. 
Dynamic lighting adds to the specta¬ 
cle of the game, immersing you in the 
atmosphere with effects such as 


PUBLISHER: FOX INTERACTIVE 


RELEASE: SPRING 


□ fter achieving mega success on 
other formats. Fox Interactive 
have taken the idea of Aliens vs. 
Predator and completely updated it. 
The game is a hard-core combat 
adventure offering three totally 
unique and spine-chilling, first-person 
gaming perspectives. This frightening 
new deep space quest, featuring some 
of Twentieth Century Fox’s nastiest 
sci-fi creatures, is sure to shake up 
even the most courageous gamer. 

Combining story elements from 
the films Aliens and Predator. AvP 
allows you to choose one of three dif- 


^ watching the flares you fire 
streak down a corridor, 
lighting up the walls along the way. 

As the Alien, your mission is sur¬ 
vival with the help of an arsenal of 
weapons that includes acid spit, your 
own very deadly tail and claws, and a 
top secret weapon that immediately 
upgrades you into a Xenoborg. Blink 
and it could be fatal. You can run with 
lightning speed on walls and ceilings, 
move through air ducts and use your 
unique vision and alien senses. As 
each level progresses, your strength 
multiplies until you ultimately 
become the most powerful and 
destructive player in the game. 

You can also choose to be the 
Predator. Here you begin armed only 
with wrist-blades and a shoulder 
cannon. Part of the crew of a cap¬ 
tured scout ship, you were released 
thanks to a sabotaged security sys¬ 
tem. You must find your weapons 
and the parts of the spaceship which 
have been removed for research, 
locate your crewmates and either 
rescue them or avenge their demise. 
Scanning prey with infra-red vision, 
you rely on wrist blades, futuristic 
throwing disc, shoulder cannon, pis¬ 
tol and rifle to destroy everything 
and everyone in your path. 

With Quake-Wke gameplay and 
the promise of a powerful 3D 
engine. Alien vs Predator has the 
makings of a huge game - in more 
ways than one! 
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he wants to see his family again. Once on 
the mainland. Croc encounters a whole 
new host of Gobbo friends... and lots 
more new enemies! Croc soon learns that 
he must fight for more than just his 
family when he discovers that tvs arch 
enemy, Baron Dante, has been brought 
back to life and has kidnapped the 
mainland tribe's Gobbo kings." 

“Croc 2 improves in every way imag¬ 
inable over its predecessor. The graphics 
are better, the worlds are larger and the 


And if all that weren't 
IwCi ■ ■ enough to keep Croc fans 
happy, news from Argonaut suggests 
Croc 2 could be in the shops by 03 next 
year. Although few details about the 
game were available at the time of going 
to press. Keith Robinson, spokesman for 
Argonaut, said; This time around. Croc 
will be better in more ways than one. He 
learns that Ns parents have been 
searcNng for Nm and he must leave the 
island inhaNted by the playful Gobbos if 


Developed by world famous team 
Argonaut Software, the original Croc 
became an international best-seller. 
Published by Fox Interactive, it went on 
to sell well over one million copies 
around the wortd. It now has such a fol¬ 
lowing. Fox are putting the finisNng 
touches to a Fox TV cartoon series, due 
to be broadcast later tNs year on Sky 
channel. Fox Kids. 


gameplay is more varied. Croc is now able 
to interact with the Gobbos; he is able to 
make use of new forms of transport, plus 
he has extra aNlities and moves." 


understanding its world more than 
destroying it. Episodes are story line- 
based. so Requiem delivers an other¬ 
worldly adventure that plays out as 
players meet and interact with charac¬ 
ters in the world. There are numerous 
sub-quests and a wide range of mission 
objectives. The firm say this will add 
depth of gameplay not found in your 
typical first-person shoot-’em-up. 

The game features a sinister story 
line, where dark, unearthly beings per¬ 
meate throughout the world, portraying 
characters and stories not unlike those 
found in religious mythology. Requiem's 
angels aren’t the nice, beautiful crea¬ 
tures found in today’s media. They are 
secret agents from beyond, vengeful 
messengers of death and those seeking 
to carry out the wrath of God. 

The self-perpetuating nature of 
the Requiem environment features a 
robust engine that was built from 
scratch in order to support the appar¬ 
ent quality and quantity of the game’s 
animations. The proprietary EMOTIVE 
animation technology was designed to 
enable more realistic monsters and 
humans living within the world. 
Characters are given the ability to 
express emotion through 25 frames of 
animation for each feature, including 
taking damage from every angle, mul¬ 
tiple deaths dependent on method of 
attack, crawling after taking a hit. 
head-tracking opponents, patrolling, 
jumping, taunting and distinct anima¬ 
tions for both close-up and projectile 
attacks. Character interactions look 
likely to take on a whole new meaning 
when coming face-to-face with the 
beings encountered in Requiem. 


story of angels at war in the ultimate 
struggle of good versus evil. 

One of the game’s most distinguish¬ 
ing features is the character interac¬ 
tion. Dialogue and character interac¬ 
tions are the basis for progressing 
through the game. Not all characters in 
the Requiem world are hostile, nor do all 
circumstances dictate destruction or 
require violence. Characters in the game 
react as one would expect in the real 
world, dependent on the player’s passive 
^ or aggressive style, how each situa- 
tion is approached, whether their 
7 weapon is up or down, or 
r even whether or not the 

player chooses to make 
use of the many angelic 
- powers under their con- 

i trol. The self-perpetuating 

^ • nature of the environment 
makes this scary, gritty, 
ominous and realistic world 
feel full and alive, delivering 
^ a true "cinematic feel." 

i ' ^equ/en? emphasises 


PUBLISHER; UBISOFT 
RELEASE; SPRING 


n his is one of UbiSoft’s big hopes 
for next year. Called Requiem: 
Wrath of the Fallen, it’s an explosive new 
type of role-playing, action-adventure 
game from Cyclone Studios. Requiem 
blends first-person shooter aspects 
with a metaphysical story line (Heaven 
vs. Hell. Angels vs. Demons) that unfolds 
through lifelike character interactions. 

The plot is that a legion of rebel- ^ 
lious angels, the Fallen, have pW. 
descended on Creation to rule it t, ^ 
for themselves. The player is cast in ^ 
the role of a loyal angel (one of 
the Chosen), who must take ^ji|K 
on material form in order to f 

travel to Creation to seek out ^ \ ^ 
and stop the Fallen across a ^ 

series of dark and gritty cities 
within the world. Such is the 
story behind Requiem - one 
that blends a sci-fi setting 
with the metaphysical 


As part of the game, players will be 
able to access a number of angelic pow¬ 
ers that make their character more 
versatile and durable as the game pro¬ 
gresses. Each special power is accompa¬ 
nied by a dazzling graphic effect. Some 
angelic powers include Cloaking (invisibil¬ 
ity). Animate (rejuvenate dead charac¬ 
ters to fight for you for brief periods of 
time). Creator’s Hand (enemies explode). 
Halo (shielding). Super Speed. Turn-To- 
Salt. Flight and the incredible 
Inhabitation ability that allows players 
to possess other creatures. Since other 
creatures see the world differently, this 
feature is said to provide some tremen¬ 
dous visual effects and adds a degree of 
strategy to the gameplay. 

The puzzles in Requiem will move 
beyond ’find the key. pull the lever’ 
challenges. The player needs to carry 
out more complex tasks, such as inter¬ 
acting with certain characters at the 
right time, inhabiting the right crea¬ 
tures when appropriate and moving 
certain objects within the world. 

The complexity and innovation in 
Requiem make this game look very 
promising indeed. This is definitely 
one to watch out for in 1999. 











ment. enemy artificial intelligence 
and a handy facility which allows 
players to save their game at any 
point, even during a mission. 

As might be expected in such an 
apparently technically advanced title. 
Flanker 2.0 also supports head-to- 
head and team play either over a 
network or the Internet. Up to six- 


Flanker 2.0 


HOMEWORLD 

PUBLISHER: CENDANT 
RELEASE: SPRINS 

Sierra say this is an evolutionary step 
in gameplay and technology - let's 
hope they are right - but what I can 
say is Homeworld, which is a blen^ of 
real-time strategy and space combat, 
looks set to deliver cinematic quality 
graphics, impressive special effects, 
nicely rendered ships and an innovative 
'true 3D' interface. 

Players will have freedom to view 
epic space confrontations from any 
position imaginable. Combining elements 


of space combat, strategic play and 
action. Homeworld promises to create a 
totally fresh game experience. 

Homeworld's epic tale begins in the 
centre of a lush spiral galaxy. For as long 
as anyone could remember, no one chal¬ 
lenged your peaceful existence. But then 
the conquerors came; they overtook your 
world, wiped out billions and relocated 
the survivors to a cold, lifeless planet on 


teen players can take part in a single 
game, and there’s even a unique 
messaging system which permits 
pilot-to-pilot chatter. 

Set for release next March. 
Flanker 2.0. is a game Mindscape are 
expecting to see top the charts. 

From what I’ve seen of it so far, they 
could well be right. 




engine for a completely fresh real-time 
gaming experience. It will also offer 
Infinite camera angles and sound that 
reacts intelligently to gameplay. So. if 
something sinister is about to happen, 
that will be reflected in the sound! 

Homeworld sounds like a very 
interesting proposition. If all goes 
according to plan, this could turn out 
to be a very nice game indeed. 


32,000 colours. Software MIP 
mapping routines add to the real 
ism, and there are outstanding 
fogging and transparency effects, 
The game also boasts a new 3D 
sound system, permitting incredi' 
ble shift and Doppler effects on 
both cockpit and external views 

The company say their commit' 
ment to realism is also evident in 
the game’s revamped flight dynam¬ 
ics modelling, which even goes so 
far as to calculate the effect of 
any damage sustained on each air¬ 
craft’s performance. 

Eagle Dynamics have made 
strenuous efforts to ensure that 
Flanker 2.0 will be just as appealing 
to the average gamer as it will be to 
the ardent sim buff. From the menu 
system players can select an 
’Instant Play’ option which hurls 
them straight into the action, with 
simplified, easy-to-control flight 
models that allow for more arcade¬ 
like dogfights. 

However, experienced pros who 
prefer a true test of their flying 
prowess will no doubt opt straight 
for the full bells-and-whistles 
’RealSim’ mode. Flanker 2.0 offers 
Top Guns a full military campaign 
containing dozens of linked missions 
and featuring full resource manage- 


Explosive 99 


the edge of the galaxy. Now the time has 
come for your people to return home. .. 

In addition to the single player game, 
the multiplayer mode allows for up to 
eight players to compete via wonjiet. 
Sierra's free online game service, or via a 
LAN. Homeworld will also offer support 
for a variety of 3D graphics accelerators. 

Sierra are promising the game will 
feature an "extraordinarily true 3D 


PUBLISHER: MINDSCAPE 
RELEASE: SPRING 


H evelopers Eagle Dynamics 
intend to show that you can 
improve on perfection with the 
forthcoming release of the sequel to 
their highly-acclaimed Su-27 
Flanker. Published by Mindscape, 
Flanker 2.0 could well be the PC 
pilot’s dream flight sim, as it’s said 
to offer unparalleled realism com¬ 
bined with ease of use. 

Technically, Flanker 2.0 hopes to 
set the standard by which all future 
PC flight sims will be judged. By 
employing previously classified 
Russian stereoscopic satellite 
images. Eagle Dynamics believe they 
have created a 100% accurate game 
environment. All of the in-game 
objects have been remodelled and 
painstakingly detailed with photo¬ 
realistic texture maps for even 
greater authenticity. 

Flanker 2.0's graphic engine has 
been radically overhauled to include 
MMX compatibility and support 
resolutions of up to 800x600 in 
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PUBLISHER: EIDOS INTERACTIVE 
RELEASE: SUMMER 


Urban Chaos is a blend of styles 
and genres. The game thrives on a 
lethal combination of menacing 
stealth, physical agility and mar¬ 
tial arts skills. It is set to revo¬ 
lutionise the concept of gaming, 
as it offers players the freedom 
to do whatever they want in the 
most realistic and atmospheric 
environment ever seen on a com¬ 
puter screen. The player^ill have 
complete freedom to explore 
every area of the city, from build¬ 
ings to rooftops, subways and 
sewers. And this freedom to roam 
the city at will is mirrored with 
the freedom in gameplay objec¬ 
tives; the player decides which 
route the plot takes. 

The plot of Urban Chaos is still a 
closely guarded secret, but we do 
know that it revolves around the 
end of the millennium, as predic¬ 
tions for Armageddon become more 
than mere fantasy. 

The graphics engine looks set to 
be something very special, having 
the ability to produce 30 volumetric 
fog. true wall hugging shadows and 
automatic matter simulation for 
real-time physical modelling of 
dynamic object collisions. In other 
words, if something is bashed or 
squashed, you’ll actually see it 
take place graphically. 

As well as offering hand to 
hand combat against multiple 
adversaries and the ability to com¬ 
mand a variety of vehicles, the 
atmosphere of the game is 
enhanced with a variety of envi¬ 
ronmental effects which include 
rain, fog, snow, day and night. 

Urban Chaos is an action adven¬ 
ture with some quality features. 
Whether or not it can become a 
chart-topper, only time will tell. 


GaUeon 


PUBLISHER: INTERPLAY 
RELEASE: SUMMER 


n a timeless age of vast sea 
and swash- 


tUI voyages, magic 
buckling adventure. Galleon puts you 
at the helm of the streamlined clip¬ 
per Endeavour. You control Rhama; 
captain, buccaneer, merchant and 
explorer of uncharted oceans. 

Rhama will lead you into a 3D adven¬ 
ture game set in a mysterious world 
which bustles with invincible skele¬ 
ton warriors, spooky shipwrecks, 
breathtaking pirate battles and epic 
legends of gods and folklore. 

The game begins when Rhama 
is summoned to the port town of 
Akbah by a famous healer. A 
series of unexpected events 
starts him on an incredible quest 
centred around the discovery of a 
mysterious boat. Picking up clues 
and characters along the way. 
Rhama struggles to unravel the 
complex strands of the mystery 
as he battles his way from island 
to island. 

'Yeah, yeah...' you may be 
thinking, but the guys behind this 
game know a thing or two about 
developing commercial block¬ 
busters. Creators Toby Card and 
Paul Douglas, you see. were the 
team responsible for the creation 
of one of the most tangible video 
game characters ever; Lara Croft. 
Now you can't get a much better 
CV than that, can you? 

Galleon aims to be the new 
benchmark in third-person action 
adventure games. Using a propri¬ 
etary animation system. Galleon's 
characters will have access to an 
array of actions and movements. 
Fluid, realistic movement and 
ultra-responsive gameplay are 
promised - brought together in an 
environment populated by convinc¬ 
ing ancillary characters. 


Galleon promises to be the ulti¬ 
mate in 3D adventure gaming. Pit your 
wits and sword arm against pirates, 
slave traders and the utter scum of 
the sea... All good, clean fun. eh? 


The creators claim "Rhama will 
be one of the most agile computer 
game characters ever made." We 
know they all say that, but when the 
creators of Tomb Raider say it. then 
you take notice! 

Rhama is able to run. leap, 
climb, swim and swing his way 
across the wild untamed islands 
he discovers. Galleon also boasts a 
completely unique sword fighting 
system, and there will be plenty of 
enemies to fight. 
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Giants 


PUBLISHER: INTERPLAY 


LAMBORGHINI 

PUBLISHER: DIGITAL INTEGRATION 
RELEASE: AUTUMN 


With Lamborghini being a French- 
developed game, we didn't have 
too much on this one at the time 
of going to press. 

The game is a PC conversion of 
the N64 racing smash of 1998. You 
get to road race one of the 
world’s highest performance cars 
around a series of challenging 
race circuits, each of which 
throws up its own different sets 
of hazards. 

The game also features a choice 
of different race styles, from 
Arcade through to Championship. 

The arcade version aims to bring 
the fun factor back to racing 
games, whilst the Championship 
adds a level of realism. 

As well as the usual 
manual/automatic options, 
Lamborghini features a number of 
multiplayer modes. 

The N64 version featured six 
challenging race tracks, and it's 
likely the same will appear in this 
PC conversion. This is no bad thing, 
as the tracks on the N64 version 
offered some excellent playability 
and gameplay. 

Due to be published by a compa¬ 
ny more known for their flight sims, 
Lamborghini promises to a well- 
put-together racer. But reviews 
closer to launch will confirm 
whether Digital Integration have 
done a good conversion or not. 


RELEASE: SPRING 




isnts is the first title from 
Planet Moon Studios, the development 
team founded by the talented creators 
of the smash hitMDK, which topped 
charts all over Europe last spring. And 
if they can’t spot talent. I’ll shave off 
my beard! (If I had one. that is ) 

Giants is the first game to pitch 
the forces of all the most popular 
gaming genres in the most frenzied 
and diverse multiplayer battle ever 
staged. Scheduled for release in spring 
1999. the game provides a choice from 
one of three character sets in a battle 
where enemies may eat. burn, drown, 
kidnap or bury their victims to gain 
control over a serene paradise hidden 
deep inside a beautiful nebula. 

"This game is full of surprises." 
claims Alan Pavlish. Division Head. "The 
characters and environments are truly 
unique to both the action and strategy 
genres. Choosing from three different 
characters with three different sets of 
battle tactics creates endless game- 
play and invites the age-old tactic of 
exploitation: manipulating one oppo¬ 
nent against the other. The idea of 
having a fourth, completely separate 
race of inhabitants whose resources 
can be tapped when necessary, includ¬ 
ing eating the little guys for nourish¬ 
ment. adds a dynamic unlike any action 
game I’ve seen before." 

Battle ensues on a massive frag¬ 
ment of the shattered planet which 
consists of 40 separate islands. 

From the exterior, this fragment 
appears as a radiantly-coloured 
waterfall, but inside this beautiful 
waterfall chaos reigns supreme. 

Gamers will be able to select to play 
as any one of three very original races 
and characters; the Sea Reapers, who 
represent magic and elemental forces; 
the Meccaryn. who wield technology as 
their strength; and the giant Kabuto. 
who attempts to rule with sheer 
brute savagery. All of these 
races are fighting for control of 
the beautiful world for their 
^ own personal reasons. Kabuto. a 



giant ferocious beast formerly created 
by the Sea Reapers to defend them¬ 
selves. has outgrown their imposed 
fetters and fights to maintain his inde¬ 
pendence. The very powers they gave 
him for protection mean he is simply 
too brutal to co-exist with any other 
race. The Sea Reapers, beautiful and 
entirely unpredictable ethereal beings 
of female appearance, have been forced 
to flee to the seas to escape his wrath. 
Facing death, they have evolved the 
ability to harness elemental powers. 
Their aim? To reclaim their lost world. 

Through telepathic powers they 
have the ability to foresee attacks, 
and can combine to call up supernat¬ 
ural sword-wielding tornadoes. 
Finally, the Meccaryns join the battle; 
an exhausted race who have recently 
been wielding a monumental space 
battle with their current chosen foe. 
They look to the nebula as a useful 
strategic stop-gap for their ongoing 
repairs and recuperation, and do not 
wish to share it! They travel in pla¬ 
toons using military-style forma¬ 
tions. and have at their finger tips 
possession of enough technological 
might to devastate the world and 
everyone on it. 

During confrontation, each 
character’s strengths and weak¬ 
nesses will come to the forefront, 
often fuelled or helped along by 
their merciless exploitation of 
other indigenous species. The 
Smarties are a case in point; a 
timid local race who present ever- 
improving gifts to any other char¬ 
acter who will protect or feed 
them. These little guys may seem 
to be worthless at first, but the 
more of them you find, the more 


sophisticated their presents 
become. The in-game action con¬ 
tinues as gamers manipulate the 
landscape to create obstacles 
which the enemy simply cannot 
surpass, or indeed literally destroy 
the ground under the enemy’s feet. 

"We really let our imaginations 
run wild when we began to put the 
story and game design together." 
said Nick Bruty. Planet Moon Studios’ 
President. "We feel that we’ve 
encompassed all the important ele¬ 
ments of gameplay. from creating 
complicated strategies that must 
consider two opponents and the 
challenge of diverse terrain to the 
extreme intensity and action of the 
heat of battle." 

Giants, a multiplayer action game 
played in real-time 3D. offers a 
switchable first and third-person 
floating camera allowing a changing 
perspective to enhance various 
styles of play. Levels will be present¬ 
ed by up to 40 islands to conquer 
with an increasing number of fea¬ 
tures in later levels. Choice of char¬ 
acter determines view. size, number 
of characters and style of play. 

This three-way battle between 
the forces of magic, technology and 
brute savagery seems to be shaping 
up into an extremely exciting game. 
The way it’s coming along. I’d say 
this one is going to be huge. 















Taisho 

PUBLISHER: ELECTRONIC ARTS 
RELEASE: SUMMER 

U tilising technologies to max¬ 
imise the potential of your PC. 
Taisho aims to transport the player 
into a world of warfare so realistic 
and addictive as to rival the thrill of 
living in the era of the Samurai 
itself. The game is set in 16th 
Century Japan; a time of turmoil, 
when the country was divided into 
small factions, all battling with each 
other for supremacy. The player is a 
Daimyo (feudal lord), controlling one 
of these factions, and the aim is to 
become The Shogun, military dicta¬ 
tor of all Japan. 

Taisho (meaning "general in the 
field of battle") combines turn-based 
strategic campaigning with real-time 


tactical battles to produce a total 
war simulation of 16th Century 
Japan. The most immediately strik¬ 
ing feature of the game is the 
panoramic 3D landscapes, which 
allow the player to see the battle¬ 
field through the eyes of his gener¬ 
als. Rendered into these landscapes 
are the armies - thousands of indi¬ 
viduals divided into units and divi¬ 
sions. The developers say it has a 
mind-numbingly fast engine, whilst 
the 3D graphics allow the player to 
view every gory moment of warfare 
from the field. The Daimyo decide 
strategy at a national level, which 


their Taisho (who can be different 
players or the same) execute in each 
of the regions of 16th Century Japan. 

The player controls the fate of mil¬ 
lions. collecting taxes from his 
provinces, researching new troop types 
(including Samurai. Ninja. Warrior 
Monks and even Geisha!) building 
armies and defences (from early wood¬ 
en forts to vast stone palaces). 
Emissaries are sent to negotiate 
treaties with neighbours and spies are 
used to infiltrate and assassinate. 

When the player's forces are ready, 
they invade their chosen enemy. 

Armies are moved, and where two 
armies meet, the game zooms into a 
real-time 3D landscape and battle com¬ 
mences. The gameplay is a realistic and 
historically accurate simulation of war¬ 
fare in the period - one of the most 
brutal periods in world history. This 
authenticity is reinforced with the use 
of short FMV cut scenes - messengers 
delivering battle reports, ninja report¬ 
ing back on successful assassinations, 
emissaries from other Daiymos offer¬ 
ing treaties or other players reminding 
you of your shortcomings simply by 
returning your spy’s severed head! 

Taisho s use of technology means 
that the player can command their 


troops with simple and intuitive con¬ 
trols. selecting the best point of attack 
and optimum battle formation. Using 
the basic rules obeyed by Sun Tzu. The 
Shimazu. Tokugawa leyasu. The Sohei 
Monks and other great warriors of 
ancient Japan, the programmers have 
created artificial intelligence to chal¬ 
lenge the single player. Once the battle 
commences, the troops apparently 
behave in realistic way: they will flow 
and move like real groups of men. they 
will aid fellow soldiers if they are in peril 
or flee rapidly when terrified! 

Multiplayer games provide a vari¬ 
ety of challenges: short skirmishes; • 
single missions: lengthy tactical bat¬ 
tles: all the way up to total war! 
Combat can be direct, intimate and 
rapid, as viewed from the battlefield, 
or more slowly plotted strategic 
warfare even played by email! 

The breadth and scope of Taisho is 
impossible to convey by words alone - 
it is an epic program in every sense of 
the word, and is destined to com¬ 
pletely alter the gamer's perceptions 
of the strategy/wargame genre. As it 
allows the player to engage in massive 
battles with thousands of men. each 
with their own history as the field of 
combat fills with Samurai fighting 
one to one (upwards of 15.000 poly¬ 
gons on-screen at a time), it’s vast in 
every sense of the word. It includes a 
host of features unprecedented in 
previous RTS games and an engine 
that is set to be stunningly beautiful 
and frighteningly realistic. Watch out 
for this one! 


Explosive ’99 


OMIKRON: THE NOMAD SOUL 


PUBLISHER: EIDOS INTERACTIVE 
RELEASE: SPRING 

In Omikron. gamers enter the paral> 
let universe of Phaenon. to the 
crystal domed city of Omikron 
where the evil thousand-year-old 
Prince of Demons. Astaroth, is col¬ 
lecting souls. The mission: dive 
into the body of an Omikron 
inhabitant and make sure 
Astaroth doesn't succeed in his 
plan to conquer and dominate 
the universe! 


Omikron is a futuristic arcade/adventure 
game in real-time 30. entirely animated 
with motion capture (in combat and dia- 
1 logues). Probably the most interesting 
feature of all is the fact this is the 
first video game ever to use facial 
motion capture in real-time. So the 
characters in the game actually 
move their lips, in real-time, in sync 
with the voice-over. 

Another unique ability is that, in 
this, you get to experience "virtual 
re-incarnation". This is the ability 
to move directly into the body of 


the last character you touch before dying. 
What an idea that is! 1 can't wait to play 
the final game, just to see how they have 
implemented tNs new "technique". 

The graphics in Omikron are very spe¬ 
cial; it utilises a first-rate 30 engine, with 
the ability to offer Gouraud shading, exact 
mapping, real-time lights and shadows. 
The game also allows the player complete 
freedom witNn a dtyin real-time 30. 
complete with passers-hy and vehicles. 

Omikron features enough innovative 
ideas to make this stand way above the 
crowd. If the game plays as well as it 
sounds, this one deserves success. 
Fingers crossed! 

























this game stand head and shoulders 
above the crowd. 

Featuring some really stunning 
visuals, which have all been done in 
30, Outcast also has three levels of 
gameplay. These include combat, 
strategy and adventure. See? I said 
this ain't no ordinary space adven¬ 
ture game... 


OUTCAST 


PUBLISHER: INFOGRAMES 
RELEASE: SPRING 


Outcast is a 30 adventure set in 
space - but this isn’t any ordinary 30 
space adventure. There’s a number of 
novel twists which could well see 


I Explosive '99 


Slave 

Zero 


PUBLISHER: ELECTRONIC ARTS 
RELEASE: SPRING 

/aie Zero is the latest creation 
KLI of Accolade, the once-publisher- 
turned-developer-only. whose most 
famous game to date is Bubsy. This 3D 
action game has already been critically 
acclaimed at the 1998 Electronic 


Entertainment Expo as one of the 
most anticipated games of next year. 
S/ave Zero gives gamers control of a 
giant bio-mechanical war machine of 
the future, in a battle against rival 
forces in a vast metropolis. 

"With Slave Zero, we are striving 
to capture the action of giant robot 
combat in an immense bustling city," 
said Matt Powers, the game’s pro¬ 
ducer. "The environment is com¬ 
pletely interactive, with Slave Zero 
being able to stomp cars, pick up 
pedestrians and swat hovercrafts 


AT# 






and Zeppelins out of the sky. In order 
to create a world with such detailed 
animation and tremendous scale, we 
developed the Ecstasy engine." 

To help create the game. Powers 
brought together industry veterans, 
including Director Sean Vesce. whose 
credits include Lead Designer of 
MechWarrior 2 and Director of 
Interstate 76. "I am extremely excit¬ 
ed to be working with such a talent¬ 
ed team and powerful engine." said 
Vesce. "Slave Zero is the type of 
game I've always wanted to make." 

The engine used in the game was 
developed internally at Accolade. 

Called Ecstasy (is someone from 
Accolade trying to tell us something?), 
this 3D real-time engine allows the 
team to create massive worlds with 
highly-animated graphics. The engine 
and tool set were developed to give 
' the designers and artists complete 
creative freedom, and from the looks 
of it. it has surpassed all expectations. 

Slave Zero takes place many cen¬ 
turies into the future in an enormous 
mile-high mega-city overflowing with 
millions of people, automobiles and air¬ 
craft. This capital city is ruled by an 
evil dictator who possesses a mysteri¬ 
ous energy source that is used to con¬ 
trol the populace. The player is part of 
a rebellion force who steal and pilot a 
60-foot bio-mechanical robot called 
'Slave Zero.' The ultimate objective is 
to destroy the dictator and restore 
peace. While smashing through the 
city, Slave Zero engages in adrenaline- 
filled action combat against enemy 
'Sentinels' of all sizes and shapes, 
ranging from human-sized troops and 
tanks to 100-foot tall behemoths. 

The game is played from the third- 
person perspective with an emphasis 




on scale and interactivity. Towering 
buildings line streets filled with cars, 
trucks and buses racing by, airplanes 
whiz overhead and people run down 
sidewalks screaming. The city environ¬ 
ments range from giant 'Slave'" facto¬ 
ries and mazes of sewers to downtown 
metropolitan streets and military 
bases. Though 60-feet tall. Slave Zero 
is quite agile, possessing the ability to 
run. jump. roll, and even grab onto 
sides of buildings and hoist itself up. A 
wide variety of powerful weapons are 
available to the player. Slave Zero can 
also pick up tanker trucks, buses and 
other pieces of the city environment 
and hurl them at enemy troops. 

Everything bodes well for this 
spectacular-looking piece of soft¬ 
ware. Only time will tell, but reaction 
from the industry says this is going 
to be a biggie. 


The story reads that a team of 
scientists have discovered the exis¬ 
tence of many parallel universes. A 
probe from Earth is soon deployed to 
reach one of these worlds (called 
Adelpha). A few minutes after landing 
and sending data back, the probe is 
blown up by a humanoid, creating a 
type of energy through to Earth and 
causing a molecular chain reaction. A 
black hole has formed and sucked up 
everything in its vicinity. Immediately, 


an intervention team led by some guy 
called Cutter Slade, an ex-Navy Seal, is 
sent to Adelpha to repair the damaged 
circuitry in the probe with the hopes 
that the repairs will have a neutralis¬ 
ing effect on the expanding hole. 

The soundtrack with this game also 
looks promising, as it was composed 
entirely by the Moscow Symphony 
Orchestra. But stay tuned to find out 
just how good Outcast becomes before 
its release date of March next year. 













DESCENT III 


PUBLISHER: INTERPLAY 
RELEASE: SPRING 


The vertigo is back, and this time it 
is more intense than ever! Descent III 
is the eagerly-awaited sequel to the 
smash-hit series, currently in devel¬ 
opment with a planned spring 1999 
release. The title is being developed 
by Outrage Entertainment (an affiliate 
of Parallax Software, creators of the 
original Descent and Descent II) and 
looks to be the best yet. 

In the ground-breaking tradition 
of its predecessors, which introduced 
gamers to the dizzying, frenetic 3D 
world of 360 degrees of movement. 
Descent III promises not only the 
familiar, disorienting frenzy of action, 
but new innovations as well. Created 
with an entirely new engine. Descent 
III will feature seamless, real-time 
transitions between internal and 
fully external environments. 

Gamers will experience not only 
the same intensely furious subter¬ 
ranean shooting action, but also the 
thrill of flying out of the mines and 
into the planetary atmosphere. Here 
they can soar above the surface, 
engaging in combat with enemy air 
and ground forces and encountering 
an entirely new host of devious 
robots and other enemies. 

Armed with ten fearsome new 
weapons, players look set to 
encounter the most sophisticated 
Descent AI to date as they pilot 
three new ships through fifteen 
levels with multiple objectives and 
more sophisticated puzzles. New 
environmental effects such as 
wind, rain and fire will not only 
enhance the realism of each set¬ 
ting. but add to the player’s chal¬ 
lenge as well. 

“Descent and Descent II brought 
completely new sensations to 
gamers, and Descent III more than 
lives up to that legacy.” said Alan 
Pavlish. division director. "Interplay’s 
action division is building a reputa¬ 
tion for publishing ground-breaking 
games that are just flat-out fun to 
play. Descent III is clearly destined 
to do the same and end up a 
favourite with gamers everywhere." 


Forces weaponry, such as the M40A1 
Sniper Rifle, the M249 SAW and the 
Barret Light .50 calibre, the ballistics 
of each weapon being accurately and 
individually modelled. Gamers can 
also choose between the gun’s 
sniper scope and binoculars to locate 
and neutralise opponents. 

Delta Force incorporates the first 
release of NovaLogic’s Voxel Space 3 
terrain imaging system. Unlike com¬ 
peting products, where visibility is 
limited to a few hundred feet. Voxel 
Space 3 technology enables Delta 
Force to deliver action in true-colour 
environments at great distances. 
With the 800 x 600 resolution, close- 
up terrains have never looked better. 

Delta Force's Internet gameplay 
comprises of three exciting types of 
combat: Deathmatch: Team; and 
Capture-the-Flag. Deathmatch is a 
kill-or-be-killed mode where every 
soldier encountered in the environ¬ 
ment is an enemy. In Team mode, 
players are assigned to squads and 
must defend their unit while accom¬ 
plishing the mission objectives. The 
Capture-the-Flag mode is similar to 
the popular outdoor sport paintball. 
Just as in real outdoor paintball 
games, players, assembled in teams, 
must guard their base’s flag while 
other team-mates sneak over to the 
enemy’s camp to steal the oppo¬ 
nent’s banner. The winner is the 
team that captures the flag and 
returns it to their base camp with¬ 
out getting killed. 

Gamers can navigate through 
hundreds of miles of different out¬ 
door terrains, including snowy 
mountain ranges, barren deserts 
and treacherous forests with deep 


orce 


PUBLISHER: NOVALOGIC 
RELEASE: SPRING 


lakes and rivers, with assistance 
from a Lookdown Map. The map 
overlay can be used to locate the 
player’s opponents and help formu¬ 
late strategies. This map will prove 
indispensable as gamers, working in 
two-man sniper teams or large 
assault squads, contrive to conduct 
surprise attacks on enemy installa¬ 
tions. including enemy bases, air¬ 
fields and power stations. 

Delta Force features two modes 
of play designed to whet the appetite 
of both action gamers and sim fans. In 
the action mode, gamers have exag¬ 
gerated resistance to damage and can 
sustain more hits before dying. A 
health bar. featured in the action 
mode, helps players gauge their physi¬ 
cal status. For sim-oriented players, 
the games can be configured so that 
only one or two bullets are needed per 
kill. The game also features the ability 
to register damage to the character’s 
body by hit location. This allows the 
accurate portrayal of shots on differ¬ 
ent parts of the body. 

"Delta Force delivers a first in 
gaming experiences." said John 
Garcia. President and CEO of 
NovaLogic. "We've combined 32-bit 
colour, huge outdoor environments 
and military simulation features 
with action and flair. With ’Raptor¬ 
like’ large-scale Internet multiplayer 
capabilities. Delta Force raises the 
hurdle in the action category." 


A lthough it may sound like a 
flight sim. NovaLogic’s innova¬ 
tive third and first-person ground- 
based action simulation game. Delta 
Force, most certainly is not. Based 
on the profile and activities of Delta 
Force - the United States Army’s 
top secret special forces unit - for 
the first time in a commando-style 
PC action title, gamers can see and 
engage the enemy beyond the 75- 
pace viewing limitations found in 
most competing products, allowing 
players to avoid a land mine only a 
few feet in front of them or obliter¬ 
ate the enemy miles away. Delta 
Force is brought to life with a real 
world, expansive and highly interac¬ 
tive outdoor environment. 

Large-scale multiplayer is provid¬ 
ed via NovaWorld. NovaLogic’s free 
online gaming environment, where 
players can compete or co-operate 
with many other gamers based all 
over the world in intense, ground- 
based battles. Players must face 
quick life and death decisions as they 
tackle more than 40 specially 
designed, real-world style Delta 
Force missions, including capturing 
an airfield used for drug-trafficking, 
eliminating biological/chemical 
weapons threats, rescuing hostages, 
sabotaging logistical targets in the 
enemy's territories and stealing 
enemy intelligence. 

NovaLogic programmers worked 
closely with Jeff Beatty, former 
Delta Force. Assault Troop 
Commander, to assure accuracy and 
ultimate realism. Beatty was able to 
give advice on the precise move¬ 
ments of Delta Force soldiers, which 
allows them to gain advantage over 
adversaries and other types of 
forces. He also provided counsel on 
the game's enemy AI in terms of 
how an adversary would respond or 
tactics and strategies they may use 
in battle. For maximum realism, 
gamers can employ authentic Special 














Explosive '99 


BLOODSHOT 


PUBLISHER: ACCLAIM 
RELEASE: SUMMER 


This is a game Acclaim are hoping to 
achieve big things with. Bloodshot is 
a third-person all-action vehicle- 
shooter with some interesting 
aspects to its gameplay. 

The story goes that an anonymous 
dead man is mysteriously resurrected 
by a brutally amoral government 
agency. Through stomach-churning 
revolutionary operations involving 
microscopic molecular machines 
(NanitesK a sick incarnation is given 
super-human strength and immense 
resilience to damage through sinister 
direct brain-computer linking. 

Known as Bloodshot (hence the 
title), this twisted creation's only 
role in life is as a covert operations 
agent roaming the world on assas¬ 
sination missions and all-out kill- 
fests. Brought to life as a kind of 
Frankenstein, battles are played out 
in 20+ imaginatively gruesome sce¬ 
narios, from the eerily creaking 
derelict Russian battleship to 
unrecognisable environments trans¬ 
formed by the same Hard-Nanite 
technology that created Bloodshot. 

With a plot like that. Bloodshot 
looks likely to be a chilling tale. 

With military technological weapon¬ 
ry and a high gore factor, this looks 
like it could well be an all-round, 
adrenaline-pumping shoot-'em up. 


It's now almost taken for 
granted that anything and every¬ 
thing created by Peter will be first 
rate. And from what I’ve seen of 
this game so far. Black S White is 
no exception. It's a strategy game 
packed with the sort of unique 
features that PC gamers have 
come to expect from a Peter 
Molyneux blockbuster. 

The story behind the game goes 
that, from a spirited citadel located 
in a remote corner of the game- 
world. you survey the surrounding 
3D landscape. This, incidentally, has 
been made possible because of 
Lionhead’s new. fully scalable, 
rotating, environment-mapped, 
modifiable landscape, with an 
engine giving through-the-eye 
vision, bump mapping, light sourc¬ 
ing and reflections. 

Dotted about the landscape are 
tribes of human-type creatures. 
They are an integral part of the 


PUBLISHER: ELECTRONIC ARTS 


RELEASE: SUMMER 


C onsidering this game is not 
set for release until next June, 
it has already received an amazing 
amount of publicity. This, however, 
comes as no surprise when you 
realise who the man behind it is. 

Black S White has been put togeth¬ 
er with great passion by the most pas¬ 
sionate developer in the business. 

Peter Molyneux. After leaving Bullfrog, 
he went on to set up Lionhead Studios 
with a couple of friends, and Black S 
White is the first game to come out of 
his newly-formed company. 


game. There will be a large number 
of different tribe types, based on 
parallels from past and present his¬ 
tory: Japanese. Tibetan. Red Indian, 
Greek. Zulu and so forth. 

The player starts by 'convert¬ 
ing' the villagers in an attempt to 
persuade them to worship you. 
Once they have become your fol¬ 
lowers. you can use them to per¬ 
form a vital function. By summon¬ 
ing them to your Citadel, you can 
have them perform a strange and 
elaborate worship ritual in your 
honour. And. as they dance, they 
generate life force; an ingredient 
for the magic spells you will be 
able to cast. 

Playing Black S White will be like 
having your personality put to the 
test. The results of playing it will be 
reflected by the sort of games-play- 
er you are. And the way you actually 
run your land will affect the evolu¬ 
tion of your own territory. 

Only two games in 1999 will be 
definite hits. One is Final Fantasy VIII 
and the other is, well, you guessed it: 
Black Q White\ 
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Rayman 2: The Great Escape 


PUBLISHER: UBISOFT 
RELEASE: SPRING 

□ ut reality on hold, Rayman is 
back! That funny-looking 
character who seems to have a 
banana on his head is soon to land 
on the PC in a sequel that takes him 
to all-new heights! 

In Rayman 2: The Great Escape. 
Rayman confronts his wackiest adven¬ 
ture yet when robot pirates imprison 
him and his friends in a strange inter- 
galactic zoo. Rayman escapes but 
must free his friends and collect all the 
ingredients for miraculous soup that 
opens the doors to great power. Only 
then will the mysterious robot pirate 
guild be defeated. But robot pirates 
aren’t the only enemies players will 
encounter; there are two-footed mis¬ 
siles, zombie chickens and piranhas to 
avoid on the way to battle the thun¬ 
derous end-of-level bosses. 

Rayman 2: The Great Escape looks 
likely to send Rayman’s fans into a 


myriad of new adventures. It will fea¬ 
ture 30fps animation, a host of new 
enemies circulating and percolating 
under an interesting new plotline. 75 
minutes of heart-pounding original 
music and all the graphically stunning, 
whimsical environments you'd expect 
to find in Rayman s 3D world. 

Rayman 2: The Great Escape is 
aiming to radically improve its game- 
play over the original. His mobility, 
unusual powers and trademark 
humour need to go the distance when 
battling enemies who have fierce Al to 
thwart them at every turn. 

In Rayman 2: The Great Escape. 
Rayman develops new powers and 
relies on the powers of his friends to 
make headway against his evil foes. 
The magician gives Rayman new pow¬ 
ers to move forward in his quest. 

Clark helps Rayman with his force, the 
beautiful Ly uses her dexterity and 
Globox brings rain on a sunny day. And 
Rayman’s magic fist is a tremendously 
versatile power - practically a charac¬ 


ter of its own - so gamers should 
brandish it with care! 

When it comes to moves, he can 
walk. run. climb, swim, swing from 
vines, slide on ice. and uses his hair to 
fly like a helicopter. Rayman also uses 
his magic fist as a torch and grapnel 
to grab objects, flip levers, tap ene¬ 
mies on the back to surprise them and 
then pop them head over heels. He's a 


real life superhero with a 
sensitive side, quick to 
■ reveal a vast range of 

expressions and touching humour 
which give him a lifelike quality com¬ 
plete with emotional understanding. 

While many of the features in this 
new Rayman adventure seem similar to 
the first, this time round the game is 
more like Pandemonium. It's now a true 
3D platformer, unlike before. If the 
game shapes up as good as it looks, 
this is bound to top the charts. 
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BEAM ME UR SCOTTY! 

It seems PC gamers just can’t get enough 
of Star Trek. Interplay have announced 
the launch of four brand new Star Trek 
games, all set to appear in 1999. First up 
is Star Trek: Secret of Vulcan Fury, the 
third in a series of original Interplay Star 
Trek adventure games. Poised to break 
the standard in adventure gaming. Star 
Trek: Secret of Vulcan Fury combines cut¬ 
ting edge motion capture animation with 
all-new Star Trek episodes, authored by 
one of the original Star Trek television 
series writers. DX. Fontana. Combined 
with this talent, they have also added 
John Lucas, one of the original Star Trek 
series writer/directors to the develop¬ 
ment team. Developed by Tribal Dreams, a 
division of Interplay Productions, Star 
Trek: Secret of Vulcan Fury features the 
voices of the original cast, challenging 
story-based puzzles and the opportunity 
for the gamer to play the roles of six of 
Star Trek’s all-time favourite characters. 

The second Star Trek game is a little 
different. Called Star Trek: New Worlds, it’s 
the first strategy wargame to be created 


in real 3D, combining cut¬ 
ting edge technology and 
total interaction with a uniquely immer¬ 
sive gaming experience. Choose to play as 
an honourable member of the Federation, 
as one of the Klingon Imperial Task Force 
or amongst the regiments of the Romulan 
Star Empire, and develop or destroy the 
frontier in over 25 unique view missions. 

New Worlds is apparently like no 
other Star Trek adventure before it, 
allowing the player to experience the 
final frontier up-close and personal, 
with no more starsNp bridges or view- 
screens to separate you from the action 
~ just volatile planet surfaces and 
meeting the enemy eye-to-eye. Take 
your rookie crew and construct your 
colony, mine resources, research the 
area and defend against the enemy. 

Thirdly. Interplay have Star Trek: 
Starfleet Command, a real-time strategy 
game set in the Star Trek universe. 
Making its debut at this year’s E3. this is 
the first and only real-time Star Trek 
strategy game on CD-ROM, and also the 
only Star Trek game that is played in 
third-person. For strategy and Star Trek 


fans alike. Star Trek: Starfleet Command 
will be beaming into retail stores for 1999. 

Starting with a licence to the ever- 
popular Starfleet Battles board game. Star 
Trek: Starfleet Command will incorporate 
many of the rich statistical elements of 
the game into its original design. The 
game looks set to offer a highly accurate 
representation of the Star Trek universe 
in an exciting real-time setting. It will 
combine in-depth strategic planning with 
dramatic starsNp naval combat, head-to- 
head action for up to six players via LAN, 
modem to modem, null modem cable and 
Interplay’s Internet matching service. 

Star Trek: Starfleet Command will feature 
classic Star Trek television and movie 
footage in its introduction, plus engaging 
audio dips throughout the game. 

And finally, there’s Star Trek: Klingon 
Academy, a game wNch includes over 30 
missions, plus a mission builder that 
allows players to create an almost unlim¬ 
ited number of missions. The foundation of 
the Academy’s lessons lies in a full scale 
simulated war with the United Federation 
of Planets and. after successful comple¬ 
tion of the Academy’s term, recruitment 


to fight with General Chang in an even 
greater, real-life conflict. Typical battle 
consists of large-scale engagements, 
induding entire fleets of capital size sNps 
from among the six distinct races. 

Over 30 of these ships are exclusive 
to Star Trek: Klingon Academy and are 
brand new to the Star Trek universe. The 
new weapon systems require specialised 
tactics to successfully employ or 
counter within any given battle situa¬ 
tion. These systems indude an Anti¬ 
matter Field Projector Device and the 
Tractor Beam Resonator Cannon. 

‘Durgoal for Star Trek: Klingon 
Academy is to create an all-new Star Trek 
gaming experience, uniquely different 
from what has been seen before”, stated 
Raphael Hernandez. Klingon’s producer at 
Interplay. 'Tlayers are challenged to bat¬ 
tle their warsNps through a simulated 
war campaign against the Federation - all 
of which is set in diverse, tactical envi¬ 
ronments which include asteroid fields, 
black holes, ion storms and nebulae. 
Additionally. Klingon Academy is the first 
look at battle from what has traditional¬ 
ly been the enemy side." 
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Dungeon Keeper II 




PUBLISHER: ELECTRONIC ARTS 
RELEASE: SPRING 

n he sequel to game-god Peter 
Molyneux's original Dungeon 
Keeper will soon be with us. 
Although it hasn't been developed 
by Molyneux this time round, his 
creativity seems to have rubbed off 
onto those still 
working at Bullfrog. ) 
Reinforcing the % ^ 
motto of the origi- > 

nal Dungeon Keeper 
that 'It’s good to be 
evil’, Dungeon 
Keeper 2 takes it 


one stage further in allowing 
gamers to rule over their own 
new. improved and more realistic 
private hell of violence, evil and 
degradation. Having made the 
engine brighter and more colourful 
by introducing a less annoying and 
confusing interface and by simpli¬ 
fying the game so that it can be 
played straight away, 

^ but retaining the depth 

of gameplay that is the 
' t hallmark of Bullfrog 
games. Dungeon Keeper 2 

I could well introduce a new 
legion of gamers into a 
. world of evil enjoyment! 
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The game has a host of fea¬ 
tures to keep fans of the first 
game wanting more. This time 
round it will have True Colour 
Hardware Accelerated Engine, 
allowing crisper and smoother 
graphics than the original, featur¬ 
ing coloured lighting and multi-res¬ 
olution support. There will be all- 
new creatures, rooms, spells and 
traps. In addition to all the old 
favourites, new creatures will join 
the fight, including half-female, 
half-spider Maidens. New rooms 
include the Casino, and new traps 
include Tremor and the Fear Trap. 

What more can be said about 
this? I mean, it’s guaranteed to 
become a success. You can bet 
your grandmother on it... if you 
have one. that is! 
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PUBLISHER: UBISOFT 
RELEASE: SPRING 


Kanaan is a strange name for a game. 
But while the name might be strange, 
the game itself most definitely is not. 

In this story-driven 3D action game for 
the PC. the player will be fully engaged 
as a special services operative on an 
idyllic planet in the midst of a galaxy 
war against an alien enemy. 

Developed by Argonaut (producers 
of the enormously successful Star 
Gliders for Atari, the original Star Fox 
for Nintendo’s Super NES system and 
Croc for just about everytNng) Kanaan 
is destined to change the way hard¬ 
core gamers approach action ganoing. 

An intense interactive action game 
featuring complex character behaviors, 
it will require superior strategic think¬ 
ing. This game, as yoUd expect from a 
developer like Argonaut, is looking 
very special. 

The Kanaan experience revolves 
around full interaction with multiple 
detailed landscapes and accessible 
interiors, offering players a rich and 
involving story divided into 20 uniquely 
challenging missions. Played individu¬ 
ally or as part of a team game. Kanaan 
gives you a variety of weapons to 
choose from and a selection of vehi¬ 
cles and several different character 
actions when stalking or hiding from 
the enemy. And with more than 30 
full-motion video and in-game anima¬ 
tion sequences driving the story line, 
the firm claim players will gain better 
insight into what motivates the enemy 
and how he thinks. 

‘‘Kanaan will set a new standard 
in the world of action gaming because 
it combines all the cool stuff games 
should have, like a solid story line, 
intelligent characters that react to 
each situation and innovative 3D envi¬ 
ronments.” said Yves Guillemot. 
President. UbiSoft Entertainment. 

“Were excited to be the ones to bring 
Kanaan to the gaming community. It’s 
like nothing we’ve ever seen or experi¬ 
enced before.” / 


PUBLISHER: GREMLIN INTERACTIVE 
RELEASE: SPRING 


H aving witnessed a demo of 
this game at first-hand while 
visiting the company's HQ in 
Sheffield. I was immediately taken 
back by the stunning lighting 
effects and super-fast 3D smooth¬ 
flowing movement while running 
around the dungeons. They were 
just awesome! 

Blade, from Gremlin Interactive, 
is much more than just another 3D 
combat game. Boasting the most 
versatile and detailed 3D environ¬ 
ment ever (well, maybe not quite 
ever), it will deliver PC owners a 
memorable gaming experience, set 
within an authentic and beautiful 
fantasy world. Blade is the first 
game from Spanish developers Rebel 
Act. and none of its two year devel¬ 
opment time has been wasted. 

Players choose to play as one of 
four esoteric characters with a spec¬ 
trum of different skills and weak¬ 
nesses. The game varies considerably 
depending upon which character you 
choose to play. The Amazon is lithe 
and spritely. but the weakest of the 
four. The Dwarf has huge strength 
and can wield a battle axe. but his lit¬ 
tle legs mean that running away is 
seldom an option. The Barbarian is a 
bare-chested proto-heavy metal fan 
filled with battle-lust, but not much 
brain, and finally, the Knight is the 
archetypal, all-rounder [Blade for 
beginners, perhaps). 

The Blade engine is capable of cre¬ 
ating realistic outdoor environments 
other game engines struggle to deal 
with convincingly. This provides a 
variety of settings from towns, 
sprawling valleys and forests, to huge 
castles, volcanoes and Aztec temples. 

Each level is vast and highly 
detailed, with virtually no flicker due 
to the huge rendering distance. This 
environment is rounded off with 
some captivating effects; water 
reflections and eddies: smoke and 
diverse weather conditions. The 
attention to detail within the levels 
is very good indeed. There are over 


ster 'hears' fighting in the room 
above it. so it goes to investigate. 

The combat system in Blade is 
extensive, with five attacks, five 
defences, an assortment of combos 
for each, and a special ability (e.g. 
Barbarian goes "berserk"). Characters 
can slash from the side, crash from 
the top, thrust forwards, barge or 
use their special attack. Defence 
relies upon a parry with either sword 
or shield or one of three dodges. 

Enemies react in combat depend¬ 
ing where they were hit. A blow to 
the head, for example, results in 
instant death. A blow to the arm 
causes it to fall off. an arrow in the 
knee makes the enemy keel over 

For me. Blade is set to be one of 
the highlights of 1999. I’m looking 
forward to this one in a big way! 


300 different objects in the game 
that the characters can pick up and 
use; swords, axes and other 
weapons; barrels, chairs and tables 
which can be hurled at opponents; 
magic items, and perhaps most 
spectacularly, lamps and torches. 

The real-time dynamic lighting adds 
atmosphere and enhances gameplay. 

The gameplay experience itself 
relies heavily upon exploration and 
combat, with some testing puzzles 
thrown in for good measure. The 17 
apparently enormous levels provide a 
rich and wondrous world to explore 
with a variety of mission objectives 
(from assassination to rescue) pro¬ 
viding an enduring challenge. The 
realistic collision model paves the 
way for some spectacular action. 

The dynamic lighting is very 
atmospheric and far in advance of all 
other current technologies. Torches 
cast shadows; the 
player can see ene¬ 
mies approaching 
round corners as 
they light up dark \ 
corridors. It really was t 
that impressive! ^ 

The enemy char- ) ^ 

acters in Blade are also 
intelligent. They will set 
traps, give chase, tactically retreat 
or hide. They are also sensitive to 
noise, e.g. an intelligent mon- 










CASINO KIT 

PUBLISHER: UBISOFT 
RELEASE: SUMMER 


If you’re one of those people who 
enjoy both gambling and playing 
strategy games, here’s a title that 
will put you in seventh heaven! 

Called Casino Kit you are pre¬ 
sented the exciting challenge of 
building and running your own gam¬ 
bling paradise. Do you have what it 
takes to build your nickel slot dive 
into a thriving themed casino? 

Decide where to put the easiest 
slots, which big prizes to give away. 

Can I afford to Mre a big band per¬ 
former for the weekend? Is there 
enough security? These are just some 
of the questions which the player must i 
address if they are to succeed in the 
psychological battle to relieve the 
gambler of their hard-earned cash. By 
having a free reign of placement over 
the casino floor, the player must lay 
out their casino in the most profitable 
manner. Watch as grandma spends her 
money on the slots, rubbing shoulders 
with the mobsters out to sabotage 
your casino. 

Casino Kit is the kind of game 
that would appeal to Theme Park 
lovers. It blends enjoyable strategy 
play with the additional pleasure of 
running a business and making 
money. Of course, the game also 
allows you to lose money too - in 
which case it’s not so enjoyable! 

In tNs detailed game of big busi¬ 
ness and bigger money, it takes nerves i 
of steel to go for the jackpot. Will you 
put your money where your mouth is? 




PUBLISHER: RAGE SOFTWARE 
RELEASE: SPRING 


lAI rom the people who brought 
you one Incoming, one of the most 
successful OEM (Original Equipment 
Manufacturer) PC games of all time 
(it was packaged with just about 
every graphics card, and lord knows 
what else under the sun), comes a 
brand new footie game. 


^ 2:0i England O 


Ruud Gullit Striker is the latest 
incarnation in the Striker series, 
which has now sold over 1.500.000 
units worldwide. Striker has always 
been synonymous with fast-paced, 
exciting and attacking football 
gameplay. Ruud Gullit Striker is no 
exception to this solid gameplay 
principle, aiming to offer PC gamers 
the ultimate in 3D arcade football 
with mechanics based around Rage’s 
well-proven first touch system. The 


main difference being this time 
they’ve signed up the ultra-fashion¬ 
able Dutch manager with dreadlocks. 

Players will progress through 
Striker solely on the development of 
skill, rather than learning from a 
game’s weaknesses - a feature so 
often found in other soccer games. 
Rage have focused on one of the sin¬ 
gle greatest potential fundamental 
.4- j flaws in a football game: the 
^ I goalkeeper. Striker's keeper 
positioning and Al conform to FA 
coaching regulations. "We have 
learnt from the experts and done it 
right." offered a member of the 
Rage development team! 

Strikers supposedly fast and 
intuitive front end allows players 
instant access to the game via a 
series of presets with full represen¬ 
tation of all major international 
squads: World Cup. European Cup. 
plus two divisions of the following 
domestic club championships: 
England. France. Italy. Germany. 

Spain and Holland. 

As you’d expect from Rage, 
they’ve really gone to town with the 
graphics. The game features over 
17.000 frames of motion capture and 
270 individual moves (I didn’t realise 
there were that many in football!!). 
There’s also full real-time lighting and 
shadows on the players and the ball. 

But it’s not just the graphics 
that are special: the game also 
includes ultra-realistic team tac¬ 
tics. as coached by tactician 
genius. Ruud Gullit. Gullit is helping 
design game tactics, instructing on 
the basic systems employed by all 
major teams - Brazil. Germany and 
Holland - all with easily recognis¬ 
able styles of play. 

As well as many other innovative 
features, the game is having some 
first-rate commentary added to it. 
Partisan game commentary from 
Jonathan Pearce concentrates on 
certain players, plus expert com¬ 
mentators Ron Atkinson and Trevor 
Brooking will be used to advise play¬ 
ers on improving their game. 

Complete with some excellent 
Al (especially for the goalkeeper). 
Ruud Gullit Striker could well 
become the force by which all soc¬ 
cer games are judged. 
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and 10,000 polygons to be displayed 
simultaneously without any slow down 
of the game’s hectic pace. m 

Graphically, this is right up m 

there with the very best. The jF 
detailed and colourful back- ^ 

grounds have obviously had a lot of \ 
work put into them, and the way 
your character is allowed to roam 
everywhere and anywhere will most 
certainly help make this a big hit on 
its launch next March. . 


STARSHOT: SPACE CIRCUS FEVER 


seven seemingly vast and weird uni¬ 
verses to explore and more than 300 
looney characters - sounds like a 
bar! know! 

The game is completely real 30 with 
a true freedom of movement that will 
allow the player to fully interact with 
the environment. 

Its cleverly programmed 30 engine 
will allow more than fifteen characters 


PUBLISHER: INFOGRAMES 
RELEASE: SUMMER 


If you like platform games, this one 
could be right up your street. Created in 
the same kind of mould as Super Mario 
64. this game looks to be shaping up 
into something very special! 

You are known as Starshot (hence 
the title), a star juggler with the 
Space Circus. With the stars as your 
weapon, your mission is to save the 
Space Circus from the evil Virtua 
Circus - its most fierce competilfi^^ 

Starshot is completely non-ti{^a@ 
and offers the player a number of 
cool things to do. In total, there are 


No Fear Downhill Mountain Biking 


edge of control in the race for victory. 
Dicing with other competitors on the 
narrow tracks forms an important 
aspect of the game and runs the risk of 
doing serious damage to bike and rider. 

No Fear Downhill Mountain Biking will 
offer a full range of competition game 
modes, including single player champi¬ 
onship, single races, time trials and mul¬ 
tiplayer split-screen tournaments. 

Completing the intense experience 
is the inclusion of a full-on first-per¬ 
son perspective camera, conveying 
the hair-raising sheer drops encoun¬ 
tered along the routes. The atmos¬ 
phere is set to be further enhanced 
by gravel-crunching sound effects 
and pumping audio tracks. 


from the dusty deserts of Morocco to 
the volcanoes of Japan, players race the 
ultra-lightweight, ultra-strong perfor¬ 
mance bikes at speed. 

The specialised cycles can be 
specifically adapted for the varying 
terrain, with upgrades becoming avail¬ 
able as rewards as the player achieves 
winning times. In the set-up mode, 
alterations can be made to the bike's 
suspension and brakes to maximise 
durability and allow riders to take cor¬ 
ners on the slopes at bone-shaking 
speeds otherwise unattainable. 

The exhilaration increases as play¬ 
ers race against fifteen opponents 
vying to improve position on the 
treacherous tracks, pushing to the very 


enthusiastically by the gaming press, 
are developing the game in conjunc¬ 
tion with Codemasters. 

The high-adrenaline challenge of 
mountain biking is set to be replicated 
in the game, bringing the essential 
combination of man and machine 
together, racing across tough interna¬ 
tional environments and terrains to 
beat opponents over a timed distance. 
The game will be a test of nerve, skill 
and balance at high-speeds, and incor¬ 
porates realistic bike control, spectac¬ 
ular trick conjuring and potentially 
lethal accidents, all of which can be 
relived in action replay. 

Featuring downhill tracks across 
ten international locations, ranging 


PUBLISHER: CODEMASTERS 
RELEASE: SPRING 


s with their Prince Naseem 
Boxing, mountain biking is 
another area that has been vastly 
ignored by the gaming world. So a big 
pat on the back to the Codies for get¬ 
ting ready to bring out something origi¬ 
nal into a market where originality is 
becoming more and more elusive. 

No Fear Downhill Mountain Biking 
is a world exclusive for the PC gaming 
market, being the first authentic 
action computer and video game of 
the increasingly popular extreme 
sport. Swedish team UDS, whose PC 
racing title Ignition was received 
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Hostile Waters 


PUBLISHER: RAGE SOFTWARE 
RELEASE: SUMMER 

n ostile Waters will be played 
from the third-person per¬ 
spective and combines a gameplay 
amalgam from three of the most 
intensely playable genres in the 
world in order to try and generate 
a truly unique and rewarding gam¬ 
ing experience. Gameplay offered 
will constitute fast, adrenaline- 


fuelled shooting sections plus more 
paced strategic sections and real 
world considerations - accu- ^ 
rate physics, night and day. 
full weather condition Simula- jp 
tion - plus a small amount of 
resource management. Players will 
be offered a diverse array of inter¬ 
dependent combat vehicles and 
weaponry, ranging from light 
tanks, spotter planes, assault 
planes, lifting helicopters, assault 


helicopters right through to the 
main carrier itself! 

Hostile Waters will be centred 
around an aircraft carrier, which 
acts as both a base for the play¬ 
ers units and as a production cen¬ 
tre for the players' new vehicles. 
Only the human player will work 
from the carrier - the CPU-con- 
trolled opponent's production and 
existence will be a little more 
arbitrary, thus facilitating game¬ 
play balancing. 

Hostile will be mission-based, 
with each mission representing a 
self-contained unit on a well-bal¬ 
anced difficulty curve. Mission 
objectives will encompass location 
and salvaging of resource materials, 
surreptitious infiltration of enemy 
bases, destruction of key enemy 
installations, aircraft carrier 
defence from waves of enemy vehi¬ 
cles through to the manufacture of 
new advanced units and craft to 
perform specific tasks. The overall 
aim of Hostile Waters will be to 
totally wipe the enemy from the 
face of the planet - originality is a 
key area of the design focus. 

This action strategy wargame 
(talk about putting several genres 


into one game!) features Rage 
Software's proprietary 3D and 
dynamic lighting effects 
^ engine to create some spec¬ 
tacular graphics. 

The game features twelve 
player vehicles, covering air. 
land and amphibious incarna¬ 
tions. all modular, with individual 
and distinctive strategic attribut¬ 
es; including tanks, jets, planes, 
helicopters, static platforms and 
aircraft carriers. There's also an 
awesome arsenal of weaponry: 
rocket and missile launchers. SAM. 
AAM, carrier guns, plasma torpe¬ 
does. mini-guns, laser cannons, big 
bore shell cannons, plasma 
weapons and tactical modules (i.e. 
cloaking devices and radar dishes, 
to name but a few). 

And just to make sure it's fully 
real-time, it includes full solar 
cycles and weather simulation: 
night, day. fog. rain sleet, snow - 
anything to make your warfare 
strategies hell - and muddy 
ground, poor visibility, high wind 
will all affect your individual 
strategies and also introduce 
significant pressure to your mili¬ 
tary decisions! 

These features combined 
ensure that Hostile Waters will 
offer the strategic depth required - 
for any title to be a contender for 
best strategy game of 1999 - 
though whether it actually will 
deserve that prestigious accolade, 
only time will tell. Stay tuned for 
more details soon!! 


TANK RACER 

PUBLISHER: GROLIER INTERACTIVE 
RELEASE: SPRING 


Tired of the same old racing game? 
Well here's one that can really be 
described as original. Called Tank 
Racer, it has been developed by the 


experienced Glass Ghost team (previ¬ 
ously Simis). 

It is an action-packed yet slightly 
unconventional racing game. The player 
controls a custom tank, racing, blasting 
and destroying everything in sight on a 
series of original courses - if obstacles 
can't be blasted out of the way. they 
can be run out of the way. 


Viewed from a first and third-person per¬ 
spective on multiple camera views, the 
player's ultimate aim is to get the best 
track time and win the race - if this 
involves having to blast away other com¬ 
petitors. then all the better! To help in this 
task, the player has a minimum of twelve 
tanks to choose from, numerous power- 
ups to find, and weapons to allocate. 

There are four distinct modes of play. 
The one-player options are Championship 
mode, in wNch three championship levels 
must be completed (totalling fifteen 
tracks) and Single race mode - a race 
against time. Multiplayer options include 
Battle mode and Multiplayer race mode. The 


single and multiplayer levels are played 
out over numerous tracks and arenas. 

Graphically, this is looking very nice. 
Utilising a 30 engine, from what we've 
seen all the tracks and cars are well 
drawn and feature nice, fluid animation. 

If the gameplay turns out good, then 
Tank Racer could become a surprise tit. 
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PUBLISHER: ACCLAIM 
RELEASE: SPRING 

0 h my God. you can now kill 
Kenny! Yes. the game every¬ 
one (including me!) has been wait¬ 
ing for is on its way. Currently in 
the middle of development, it’s all 
set to reach your PC sometime 
early next year. 

Taking a similar line to the bril¬ 
liant TV series, which features a 
number of foul-mouthed eight year- 
olds. the game looks likely to cap¬ 
ture all the toilet humour and silli¬ 
ness of the show. 

As part of the game, you get to 
wander around small-town America 
with the deliciously deranged 
friends: Kenny. Kyle. Stan and 
Cartman. and you may even be for¬ 
tunate enough to experience the 




Soiif 

Park 


th 


bizarre charms of the melodious 
womanising Chef. 

One thing’s for certain, though, 
you can bet your bottom dollar we 
will see the unexpected from this 
politically incorrect adult comedy 
video-game spin-off. Acclaim are 
said to have fought hard to gain 
the right to the game. And no won¬ 
der. because with the success of 
the show, the game will almost 
certainly follow. 

On the grapevine. Acclaim are 
said to be having problems getting 
the game together at the moment. 
But these are not the problems you 
may be thinking of. The problems lie 
in the fact the creators of South 
Park are checking every single 
detail of the game, right down to 
the character’s eyes and eyelashes! 

If they can sort all that out. 
though. I. for one. will be buying 
this game! 
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SOUTH PARK’S HUMBLE CREATORS 

South Park is truly a phenomenon. It’s now watched by such a huge worldwide 
audience that it’s predicted the TV show could well become even more popular 
than the Simpsons were during their peak. The series, and the inevitable mer¬ 
chandise that goes with it, has become an amazing success, not just in the 
United States but across the world. 

Originally created by Trey Parker and Matt Stone in 1995. both guys were more 
or less broke back then. Now. of course, they are very wealthy indeed, and are 
continually headhunted in Hollywood. 

Trey Parker. 27. was originally a student of music. Now a director, he trans¬ 
ferred from the prestigious Berkeley School of Music to Colorado University to 
study film, and it was there he gave birth to his twisted brainchild. Cannibal: The 
Musical. Parker not only wrote, produced, directed and played the leading role in 
, the film, he also wrote the songs and collaborated on the score. 

Co-Creator, Matt Stone also worked on Cannibal: The Musical with Trey. 
Following that both Trey and Matt came up with the idea of South Park, but how 
did they get from idea to TV show? 

In December of 1995. Brian Graden. then a Fox TV exec with a taste for edgy materi¬ 
al. wanted to send out a video holiday card. He remembered a demented fable called 
The Spirit of Christmas animated with construction paper and sick jokes by two broke 
twenty-somethings in his stable of eccentric talent. He paid them to do an upgraded 
version of the twisted little toon - in which Santa Claus and Jesus kung-fu fight 
each other wNle foul-mouthed youngsters cheer them on - and sent tapes all over 
Hollywood. George Clooney got on and made copies for 150 of Ns close personal 
friends. Bootlegs spread to New York. Silicon Valley, the Internet. The band Tool showed 
Spirit between sets. The absence of credits on the video only added to its underground 
mystique. Two and a half years later. The Spirit of Christmas has made its inexorable 
way to the mainstream as South Park, and the rest, as they say. is Nstory. 

The series’ creators. Trey Parker and Matt Stone, are no longer broke. Before 
accepting Comedy Central's offer, they turned down development deals by almost 
every major studio: New Line. Warner Brothers. DreamWorks. One producer even 
offered them “Barney: The Movie” - a ludicrous assignment for the two guys 
responsible for the darkest Christmas cartoon ever made. But it's a mark of how 
fast they’ve gone, from nobodies who couldn’t get their phone calls returned to 
two of the hottest creatives in Hollywood. As Parker says: “It’s been quite a ride." 






















ExBlosive '99 



Real Feel Golf 


PUBLISHER: UBISOFT 
RELEASE: SPRING 


olf is one genre that has 
proved to be popular as computer 
game yet is not too over-exposed. 
This one. developed for PC CD-ROM 
by UK-based Vertex Multimedia, 
called Real feel Golf, is a new. real¬ 
time 3D game which aims to deliver a 
revolutionary realistic control 
method to this genre. 

Most computer golf games are as 
slow and unexciting as a ball stuck in 
a sand trap. The odd one may have 
addictive qualities, but UbiSoft hope 
to change all that with Real Feel Golf. 
the work in progress title of a super- 
realistic. fast-paced arcade-style PC 
golf game, scheduled to be released 
by UbiSoft Entertainment in 1999. 

Real Feel Go/f combines real-time 
3D graphics, real-world dynamics and 
an innovative new "real feel" analogue 
control technology that simulates the 
sensation of making a putt or doing a 
backswing better than anything else 
on the market. All these features 
enable the game to come closer to 
the speed and excitement of real golf 
than any golf game to date - at least, 
that’s what UbiSoft hope! 

The game will also feature realis¬ 
tic-looking 3D player animations, a 
shadow pro to challenge the player. 
TV-style l-cam camera movements 
and outstanding course accuracy. 
There are also various weather 
options, customisable golfers and 
equipment, an in-game professional 


golfer advising the player and a multi¬ 
player option that enables eight play¬ 
ers to take part in a tournament 
simultaneously via Internet through 
UbiSoft’s own game service. 

By focusing on features that the 
game player really wants. UbiSoft are 
confident they will deliver the out¬ 
standing golf product of 1999. Other 
golf games be warned: 'you've got a 
fairway to go to catch up.' 

To find out a bit more about the game. 
I asked UbiSoft product manager. 
Michael Torode, about Real Feel Golf: 


Ql How much of the game has been 
developed so far? 

A : We began the project 18 months 
ago. and we are at about 50% com¬ 
pletion. The game should be finished 
by the end of the year and will be 
released in the first quarter of 1999. 

Q2 Is this a UbiSoft developed title? 

A: Real Feel Golf has been developed in 
collaboration with a team of very cre¬ 
ative developers (Vertex Multimedia, 
who are based in the Oxfordshire coun¬ 
tryside) which is headed up by industry 
veteran N. Ishihara. Ubi Soft’s contribu¬ 
tion is as co-producer and adviser. 
UbiSoft has a lot of technical know how 
which we share with our developers. 

PJ. So. what is unique about this 
game compared to the others that 
are out or are coming out? 




A : Real Feel Golf is one of the very 
first golf games to be created in 


complete real-time 3D. This will allow 
us to obtain realism and freedom of 
movement never before seen in a golf 
game... The feeling of realism will be 
further enhanced as a result of our 
unique "Real Feel" control system, 
which can reproduce a real-time golf 
swing like no other game. So we will 
therefore be able to appeal to players 
who want a simulation experience 
but with an arcade pace (faster mov¬ 
ing to keep the player interested in 
the game). Golf games available on 
the market are slow in speed and 
graphically not accessible to con¬ 
sumers. Our aim is to make one of 
the most playable, realistic and 
accessible golf game ever produced. 

p4 Why 3D? What benefit does this 
bring to the player? 

A: Well, in all other golf games we have 
2D golfers set in a photo-realistic envi¬ 
ronment and have a situation where 
each screen has to be redrawn after 
every shot of the ball, which causes a 
kind of unrealistic delay which basically 
unacceptably slows down the game. 

We call this the "classic trilogy". If you 
want to see this in action, just look at 
Links Golf] So for this first time the 
player will be able to control a 3D char¬ 
acter (made up of over 500 polygons) 
which is completely integrated into the 




3D background and whose movements j 
can be controlled in real-time. t 


We have created a credible envi- ! 
ronment as a result of the implemen- | 
tation of many animations and j 

dynamic cameras (using the l-CAM TV | 
system). All information will be avail- | 
able on screen, so the player will not \ 
need to flip from screen to screen to 
get the information he needs (wind, 
distance, undulations). The end result 
of our method is a fluid 3D environ¬ 
ment and a fast-paced game without 
the irritating lapses between each 
swing experienced in the 2D games. 

Q5. Tell us more about this 'Real Feel’ 
control system \ 

A: The Real Feel is an innovative j 

method which acts as a more user- 
friendly alternative to the classic 'dou¬ 
ble click’ (however, for those who pre¬ 
fer the old way, we will keep that as an 
option too). This lets the player control 
in real-time the two major parameters 
of the golf swing: the angle of the 
shoulders and the angle of the wrists. 
Thus our system will neither use the 
'power meter' nor require quick mouse 
movements. Thanks to the real-time ! 
factor, you will be able to decide the | 
strength and direction of your shot i 

just by observing the posture of your | 
character on the screen! If you use an [ 
analogue joystick the swing feeling is ? 
just amazing!!! | 

\ 

Q6. Why did you not use real courses? i 

A: We chose not to use existing cours¬ 
es so that we could create original and 
challenging golf courses. You will see 
holes you have never seen before; for 
example, double fairways or a green on 
an island. This adds to the fun factor 
we were looking for in the computer 
golf game. We used our freedom to 
create the most suited golf courses 
for computer games rather than to 
simulate real golf courses which may 
not have fitted so well on screen. 
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MiG Alley 


PUBLISHER: EMPIRE INTERACTIVE 
RELEASE: SPRING 




WfM orea. Early 1950s. You're 
the Supreme Allied Air 
Commander with five crack US 
aircraft squadrons at your dis¬ 
posal. thrust into the thick of the most 
ferocious fighting of the Korean con¬ 
flict. The infamous Russian MiG 
squadrons have just joined forces with 
the Chinese and North Koreans against 
you. The odds don’t look good as you 
battle to force the front-line back to 
the Chinese border and so win the war. 
Surrender is not an option. Complete 
your mission... or die trying. 

Following hard on the heels of the 
outstanding Flying Corps, Rowan 
Software’s new interactive campaign- 
based flight sim, MiG Alley, is said to 
use an all-new engine, ultra-sophisti¬ 
cated Al and stunningly enhanced 
graphics to immerse you amidst the 
world’s largest jet-to-jet dogfights, 
with over 50 aircraft able to battle it 
out mid-air at any one time. 

In the game, you struggle for air 
supremacy in a classic aircraft 
from the period, with the F86 
Sabre. F84 Thunderjet. F80 
Shooting Star. P51 Mustang and the 
formidable MiG 15 and MiG 15 bis. all 
of which are said to have been 
painstakingly recreated with 


T|| authentic 

models. 

^ Meteors. F9 
Panthers. Al Skyraiders 
and B29 Superfortresses 
and more, also put 
m in appearances. 

^ Instant gratification is available in 
the single historical missions or head- 
to-head play, and then there’s the 
series of preliminary mini-campaigns 
which re-enact key episodes in the 
Korean War. such as the UN’s desper¬ 
ate defence of the Pusan perimeter. In 
these play modes, you can familiarise 
yourself with ground and air-based 
mission planning, the different aircraft 
and new tasks such as Close Air 
Support, until you’re ready to tackle 
the Spring Offensive. 

In this main campaign, plan mis¬ 
sions in detail or set-up automatically, 
thus freeing you to fly in any squadron, 
taking on any level of responsibility. 
Allocate your aircraft according to 
their different strengths - the F86. for 
example, is the ultimate dogfighter. 
while for long-range strikes and escort 
duties, you can’t beat the F84. 

Using your historically accurate 
weaponry - internal machine guns, can¬ 
nons. napalm and an assortment of 
rockets and bombs - you can pick off 
your chosen targets. Work closely with 
your fellow pilots in attacking enemy 
troops, cutting off supplies, destroying 
bridges or striving for air superiority. 
Ground troops react to the presence of 


UN aircraft with Communist units often 
hiding or scattering for protection. 

The developers behind MiG Alley 
hope this game gives you more con¬ 
trol when in action than that provided 
in Flying Corps, with voice-based radio 
chatter allowing you to summon aid. 
request information from ground and 
base controllers and issue orders to 
determine when and how your team 
engages the enemy or breaks. 

Perhaps the most astounding 
improvement of MiG Alley over Flying 
Corps is the graphics engine, which has 
been completely rewritten to simulate 
a Korean terrain replete with multi¬ 
coloured mountains, ravines and 
bridges, to produce a more diverse and 
exhilarating flying experience. The 
landscapes are bigger too... MUCH big¬ 
ger: 1500km by 1000km compared with 
Flying Corps' 150km by 150km area. 
Sophisticated techniques have been 


employed to bring smoke and explosion 
effects stunningly to life, while light 
source shading for 3D cards are said to 
introduce a spectacular realism - par¬ 
ticularly to night scenes. 

Publishers Empire say a flexible 
approach is imperative in playing this 
game, since it aims to make the 
campaign environment as dynamic 
and interactive as possible. Add to 
that the graphics, stunning land¬ 
scapes. accurate flight models and 
the world’s largest jet-to-jet dog¬ 
fights and you have a sure-fire win¬ 
ner on your hands. Haven’t you? 


' ^ 'fAka aofj 




DRAGONFLIGHT 

PUBLISHER: GROLIER INTERACTIVE 
RELEASE: SPRING 


Ever heard of a series of books called 
‘Chronicles of Pern’? They are a series 
of novels from author Anne 
McCaffrey, one of the world's leading 
science fiction writers having sold 
over 30 million copies of her books. 
Now the interactive rights have been 
secured by Grolier Interactive, and a 
game is on the way! 

Called DragonfUght the game will 
be based on this world and is said to 
be a visually stunning RPG in which 
the world of Pern, so rich in science 
fiction/fantasy, will be brought to 


life as a real 3D environment with 
real 3D characters. It will have a 
history and a future and a wealth of 
locations, people and dragons to give 
an ideal mix of intriguing story line, 
action and adventure. 

Says Jerome Gastaldi. Grolier 
Interactive’s Managing Director: “The 
world-wide success of Anne’s novels 
and her incredibly loyal following 
makes this an extremely high profile 
licence for us. DragonfUght will cer¬ 
tainly be one of our biggest titles 
for 1999." 

Anne McCaffrey’s talents have M 
been rewarded with some of the /7 
most prestigious science fiction / / 
prizes, including The Hugo 
award and the Nebula 


Award. Born in 1926, Ms McCaffrey was 
born and raised in the United States 
and now lives in Ireland. Df herself. 

Ms McCaffrey warns: “My eyes are 
green, my hair is silver and I freckle; , 
the rest is still subject to change 
without notice.“ 

Fans of Ann McCaffrey’s books are 
almost certain to buy the game. As for 




everyone else, well we’ll have to wait 
and see if it turns out to be any good 
when it’s released early next year. 
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Tanktics 

PUBLISHER: GREMLIN INTERACTIVE 
RELEASE: MONTH TBA 

n anktics, from DMA Design (the 
company behind the world 
famous Lemmings), is the fastest, 
most original strategy game in the his¬ 
tory of the world. Ever! Well, at least 
that's what the company is claiming! 

Like a few others, the object of the 
game is to lay waste unto thine ene¬ 
mies, destroying their forces, annihi¬ 
lating their base and generally making 
life unpleasant in a number of creative 
ways. To achieve world domination you 
must take control of a heavy-duty, 
anti-gravity crane. Your crane is quite 
the most useful piece of hardware 
since the combined corkscrew and 
bottle opener was invented. It hovers 
above a huge three-dimensional SVGA 


polygon landscape. The landscape has 
been modelled to feature grassy plains, 
rocky mountains, lakes, lava, quick¬ 
sand. forests, snow, ice and, of course, 
sheep! The sheep are important! 

The crane is controlled with the 
mouse, and it swoops and races across 
the landscape at speeds in excess of 
very fast. Each crane has a magnet 
that lets you manipulate, pick up, 
assemble and control your forces. And 
what forces do you manipulate? Well, 
check the name... you don't think 
Gremlin would come up with a pun like 
that without actually featuring tanks? 

Tanktics, oddly enough, features a 
lot of tanks. The player's job is to con¬ 
struct a number of tanks and use 
these to seek, destroy and make life 
unpleasant for other people. Every tank 
in the game is modular, with tracks, 
engine blocks, weapons and radar con¬ 
trol dishes that can be fitted together 
in different configurations. Starting off 


with a set of tracks, the player begins 
the game with a few assorted tank 
parts and a magical machine which 
called the 'Part-O-Matic.' 

In order to create the tank parts, 
your Part-O-Matic needs a supply of 
resources. Yes. yes. I know what you're 
thinking, but in Tanktics there are no 
'Harvesters', 'valuable minerals' or ore 
with a stupid name. The Part-O-Matic 
can use pretty much anything on the 
landscape; tank parts (yours or the 
enemies); boulders: sheep... Once 
started, the Part-O-Matic spits out 
bits and pieces of tanks in a never-end¬ 
ing stream of death and destruction. 
Using your crane’s magnet or grabbers, 
you pick up a likely looking set of 
tracks and drop them somewhere safe. 
Now you need an engine block or two. 

The more engines you fit to your 
tank, the faster it will be. You grab an 
engine block and take it back to the 
tracks. Hovering above the tracks, you 
release the engine: "Wheeeeeee! Splat!" 
it goes, as it bonds firmly with the 
tracks. You haven't even marvelled at 
the lovingly-crafted 'splat' animation 
since you’re already racing back to the 
Part-O-Matic in search of more parts. 
Another engine block - another splat! 

You can put together a maximum 
of ten parts of a tank, so perhaps now 
you might like to go and look for some 
nice weapons. The Part-O-Matic has 
already coughed out a huge sinister- 
looking gun that looks like it shoots 
bullets the size of office blocks. "Neat!" 
you cry excitedly and charge forward. 
But your companions and playmates 
have also spotted the gun that we like 
to call 'Mr. Eviscerator'. You all charge 
into the fray, magnets a-buzzhg 

Once you've built tanks to your 
taste, you've got to drop a radar dish 
onto the top of each tank in order to 
activate it. An exciting feature is the 
fact that whoever drops a dish onto a 
tank, controls that tank. Imagine the 
surprise on your friends' faces when 
you swish into their base, drop a radar 
dish on a HUGE battle tank that they’ve 
spent ten minutes constructing, and 
then blast lumps out of him/her. 

Of course, the way you construct 
your tanks affects how you will be able 
to play the game. A dozen huge fero¬ 
cious tanks will be able to chew their 
way through almost any obstacle, but a 
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couple of tanks composed of nothing 
but engines might be able to steal your 
flag and be off on their tracks before 
your monsters know what's happening. 

With over 70 unique weapons with¬ 
in the game, the choices are huge, and 
the game itself has four distinctive 
eras for the player to try. Stone Age 
features huge tanks carved out of 
massive chunks of granite - slow 
movers, but don’t let them get too 
close. Medieval tanks are constructed 
like castles: stone and wood with all of 
the heraldry and frilly bits. Modern 
tanks are mean, no-nonsense cold war 
chunks o’ metal: sinister and deadly, 
while the future tanks have cool 
options like hovering and long-range 
weapons that Darth Vader would chew 
his son’s remaining arm off for. 

Each era contains enough tank 
parts to offer over two million possible 
combinations of tank. Enough to keep 
even the saddest strategy freaks (i.e. 
us) happy for an amazing amount of 
time. When you combine the different 
eras in a single or multiplayer game, 
where you can mix and match compo¬ 
nents from different eras, the number 
of different tank combination rises to 
approximately 3x1011. That’s a lot of 
tanks. The eras have all been modelled 
so that no one era has a particular 
advantage over another era. The 
Future tanks will have a hard time 
beating the Stone Age tanks, and we 
love it that way. 

Tanktics features full interaction 
with the various elements found within 
the game. Tanks and tank parts that 
end up in water will become water¬ 
logged and heavy. Wooden tanks that 
come into contact with fire or lava can 
catch fire and burn. Fire spreads from 
one tank to anther until you send them 
into a lake or an area covered in snow. 

Tanktics could well become a legend 
among strategy gamers. With its unique 
control and gameplay elements and its 
good graphics. Tanktics may become 
the biggest strategy game - ever. 
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Discworld Noir 


PUBLISHER: GT INTERACTIVE 
RELEASE: MARCH 


jVV fter the massive success 
KaJ Psygnosis achieved with the 
first two Discworld games, GT 
Interactive are understandably very 










excited that they have the 
rights to this, the next 
game in the series. ^ 

Discworld aims to i 

extend the point and 1 

click adventure. It's a ^ 
genuine evolution of the fc 
adventure game genre. 
rather than an out and 
out departure. It retains 
the strong interactive 
gameplay and cinematic depic¬ 
tion of the great adventures, but 
wraps it all into a much more 
contemporary package, especially 
in terms of realism and 
three-dimensionality. 

Although the first two games 
were presented in a cartoon style, 
this time round the game is a far 
more dark, adult affair. The publish¬ 
ers say this is because this time 
round the game is more of a detec¬ 
tive rather than a quest-based 
adventure game. 

But what about all that well- 
known humour? A spokesman for 
GT said: "While there is no slap¬ 
stick humour like in the previous 
games, this is more a result of it 
being a detective game rather 
than it being noir. There is. howev¬ 
er. lots of parody and satire in the 
plot, poking fun at well-known 
noir films and even the odd com¬ 
puter game. Being Discworld, there 
is still the same amount of 
humour and chaos in the conver¬ 
sations. Discworld characters just 
don't know how to converse 
in a serious manner." 

While the first two 
games were based on 
characters and circum¬ 
stances covering quite 
a few of Terry's nov¬ 
els. This time round 
the developers 
have opted to go 
for an original 
story, an exten¬ 
sion to the 
Discworld bible. 
This alone is said 
to have excited Terry 
Pratchett, and he is 
keeping a close eye 
on the development 
. side of things. His 


major contribution is with the 
dialogue. Says the firm; "Once 
the first draft is written. Terry 
takes it away for a few weeks 
and 'tweaks' it. adding his own 
special fairy dust, so to speak." 

Noir has a much deeper and 
more layered story than any 
other adventure thus far. Just 
uncovering these layers promises 
to be vastly satisfying in itself. 
However, on top of this, Noir 
does have an inherent act struc¬ 
ture which provides a strong 
sense of achievement. The char¬ 
acters look much more defined in 
this game as well, having various 
motivations which are discovered 
along the way. 

Graphically, the game is a com¬ 
bination of pre-rendered camera 
movements and real 3D animation. 
Lewton, the lead character, has 
over 2000 polygons alone. The 
other characters are a combina¬ 
tion of pre-rendered and real 3D. 
The main emphasis will be to have 
fully realised characters, because 
this game has a very character- 
based story. Our other main 
emphasis is to maintain a seamless 
and fully interactive feel to the 
game. The firm says there will be 
no times when the player feels like 
a viewer sitting in a cinema. 

There are 70 locations in the 
game, all with multiple camera 
angles. There are 65 characters in 
total, but during the game combat 
will play no part whatsoever. 

Intrigued? Discworld fans get 
ready for hit number 3! 
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Any game scoring this 
highly is considered 
exceptionally good by the 
UPC team and worth buying 


HOT PROPERTY 
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Legends takes Pole Position! 



I s per usual, the reviews section is full of goodness 
and fun. I had the pleasure of visiting Raven 
1 Software in Madison, Wisconsin for the purpose of 
playing this month's big exclusive review. Heretic II - and 
very good it is too. The third-person camera was a gamble 
which has paid off big time, and Raven have silenced all the 
doubters with a silky smooth and super slick action game 


Grand Prix Legends review. It seems like we’ve been hyping 
it up for ages, and now it's here and racking up a whopping 
93% - our highest score of the issue. As an accurate 
simulation of Formula 1 racing in the sixties, it's not the 
game to play, but persevere with it and you are rewarded 
with a thrilling experience. 

Sports fans are in for a real treat this month, with FA 


It's good to see Sensible Soccer has finally come of age 

on the PC and is now as good as it was back in the days of the Amiga 


which excels in both single player and deathmatch modes. 
Then there's Carmageddon 2, which is even better than the 
smash-hit original and responsible for turning the formerly 
quiet, retiring Chris into a wide-eyed, road rage-driven 
homicidal maniac. No doubt there will be a lot of 
controversy surrounding the game's release (as yet the 
game hasn’t received a BBFC rating, although it seems 
likely that it will be an 18 certificate), but this shouldn't 
detract from the fact that it's an extremely 
well-crafted game. 

Legendary! 

If you prefer your racing games to tax your skills and 
reactions, as opposed to your morals, then check out the 


Premier Manager '99, Tiger Woods '99 and Sensible Soccer 
European Club Edition all evaluated later in the magazine. 
Tiger Woods '99 and EA Premier Manager '99 are a little 
disappointing, but it's good to see Sensible Soccer has 
finally come of age on the PC and is now as good as it was 
back in the days of the Amiga. Don't just take our word for 
it, though - find out for yourself with our exclusive 
playable demo on this month’s covermounted CD. Play the 
demo through a couple of times and you'll notice that 
Manchester United, true to form, wear a different kit every 
time you play - a nice little touch from the cheeky Sensible 
Software lads. ■ 

Miles Cutlery - REVIEWS EDITOR 


HALL OF FAME This month's most Explosive 


new releases. 





PG108- CARMAGEDDON II pcnz - GP LEGENDS 


Any game scoring tms low 
is best avoided. Should you 
purchase such a title, be 
prepared for the worst! 
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Runs well without hardware acceleration and 
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Fast action in the mould of Forsaken 
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costs half as much as a normal full price game 
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and Descent. As such itTl appeal mainly 
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to fans of these particular games, but 
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Graphics are quite bland and clinical and the 
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the £19.99 price point is sure to make 
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movement of the ship is very unrealistic 

CONTROLS 


KEYBOARD/MOUSE 

sway the balance as well 
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Swap shotguns for flaming arrows in Heretic II 


The controversial pedestrian-killer is back! 






Relive the sixties with this thrilling FI simulation 


Sensible Soccer has finally come of age on the PC 
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PLAYERS 1-32 


RELEASE NOVEMBER 


PRICE £39 99 


t PUBLISHER ACTIVISION DEVELOPER RAVEN 


OME TO YOIJ^ NF'V REllQlOi^ 


The original first-person fantasy action game returns, 
except it’s not first-person anymore. Inspiration or folly? 

Read on and find out... 
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Heretic 111 




ack n' slash fans have been 
well catered for in the past, 
with the likes of Hexen, 
Hexen II and, of course, Heretic. But 
they have been left behind by the sci- 
fi boys in recent months, as SiN and 
Unreal have pushed back the barriers 
of first-person single player and 



deathmatch action. At least, they 
have in the visual sense. A few 
shouts around the office produced 
the consensus that Quake II remains 
the most playable, certainly in 
deathmatch mode, of the lot. It just 
lacks that graphical sexiness of its 



find his way home, only to find his people 
wiped out by a terrible plague, and thus a 
new quest unfolds before him. 

The first major thing you'll 
notice (you'll already know about it 
if you've read the previews) is the 
game employs a third-person 


Due to the viewpoint Tomb Raider 

comparisons are as inevitable as 
they are inaccurate 


more recent rivals. But if guns and 
rocket launchers aren't your thing 
and you're tiring of Hexen II, then 
Heretic II is here to fill the void! 

Corvus, the hero of the first Heretic 
game, returns. After he defeated 
D'sparil, he was banished to wander in 
the outer worlds. Finally, he managed to 


viewpoint with the camera 
positioned behind the hero. I can 
almost see the purists' arms waving 
in protest and disbelief at this 
heinous betrayal of all that is right 
and just, but hol'd your horses for a 
while and let me calm your fears. 
The decision to go third-person was 
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INTERVIEW 

UPC: How have you gone about 
implementing the story line? 

On this project particularly, the 
story was thought out very early. 
Dan and Brian had come up with 
most of the story and most of the 
level ideas. When I came on the 
project it was a matter of taking 
all those ideas and making sure 
that they were ’do-able', and 
there was a couple of cases where 
they weren't, so we had to change 
some things around, keep the 
story streamlined and flowing. 

One thing in this type of game. 


you don't want the story to 
become too convoluted. You want 
it to be very simple and easy to 
understand, but at the same time 
keep it compelling. We’d tailor 
situations and puzzles and 
cinematics and meetings around 
keeping the story flowing. 


UPC: How do you balance the 
challenge? 


We start out with what's gonna look 
cool, what's going to be fun. Then 
when we start doing the monster 
placement it’s kinda just on a whim. We 
just throw some guys here and throw 
some guys there and set up this 


situation where these three guys 
break out of this door and attack you. 
Then we let people play it and say this 
is too hard, this is too easy, and we’ll 
add and take away. The artists are 
really good for that because, since 
they're working on textures, models 
and animation all day. they don’t really 
get a chance to play the game, so 
towards the end of the project they're 
playing it pretty much every day and 
they give us good feedback. They are 
both expert gamesplayers and novice 
gamesplayers. so we have a pretty 
good overview of the typical 
gamesplaying public. 


UPC: How much interaction is there 


with other characters? 


Every boss creature, you interact 
with them before and after fighting 
them. There’s no selecting dialogue. 
That's like a role-playing game. It's 
very linear, more like just an in¬ 
game movie. Besides the bosses 
there's a few other interactions, 
four or five characters. For 
instance, there's a scout dying in 
the canyon from one of the races, 
and you find him and you talk to 
him. and he tells you about what's 
going on later in the game. 


UPC: How big are the levels in 
relation to Quake, for example? 


one made right at the start of 
development, and it was a conscious 
effort to move away from the 
increasingly crowded and 
predictable first-person genre. 


enables more moves as well. For 
example, Corvus is now armed with a 
Lara Croft-style sideways somersault 
move which could only be replicated in 
the first-persoW;by spinning the 
screen 360° in mid-air - a chunder bus 


ride to disorientation city if ever 
ther-e was one! He can also do a nifty 
running backflip off walls to get 
behind chasing nasties which, again, 
couldn't really be implemented from 
the character's own viewpoint. 


Puzzles exist within the Heretic II 

world, but they’re infrequent and won’t 
have you pulling your hair out 


Due to the viewpoint. Tomb 
Raider comparisons are as 
inevitable as they are inaccurate. 
Both Tomb Raider games put the 
emphasis on puzzle solving. TRII has 
more action but remains essentially 
a puzzle game - otherwise they'd 
have included some sort of 'Lara- 
match', wouldn't they? Puzzles 
exist within the Heretic II world, but 


Hairy tick 

Not only does it give the character 
more personality as you can see him 
on-screen complete with blood and 
injuries as the battle heats up. but it 
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HARK BACK TO HEXEN II __ 

H exen II was built using the original Quake engine, so in today’s terms it’s looking rather dated. However. Raven were praised 
for their effective use and enhancement of the game. The world of Hexen II was rich, weather conditions and plenty of 
outdoor areas made the gaming experience that bit more real, and it was one of the best games of the time for people who had 
already got their hands on a 3D graphics card. The game employed both first-person combat and role-playing elements, and 
certainly paved the way for Heretic's mystical character. 



THERE AREN’T THE CLOSE RANGE MELEE WEAPONS OF HEXEN. BUT MULTIPLAYER GAMES STILL INVOLVE A CERTAIN AMOUNT OF DE-LIMBING ACTION 


they're infrequent and won't have 
you pulling your hair out. The name 
of the game is action, and to keep it 
fast-paced the levels are fairly 
linear in their design. 

Tics oot! 

There's a certain amount of 
exploration to be done, but the path to 
the exit is generally fairly clear. Your 
problem is in outwitting and defeating 
the many and varied monsters 


blocking the way. There are zombies 
and rats who don't take much killing, 
but later on nastier adversaries like 


plague spreaders and some truly 
monstrous end o' level fatties won't go 
down without a bloody struggle. 

Control-wise the Tomb Raider 
thing crops up again, and in this 


respect Corvus and Lara have a few 
things in common. Corvus can 
swim underwater, climb, walk, run 


and creep if needs be - best used 
for lining up tricky jumps or 
negotiating precarious ledges. He's 
quicker and more agile, however. In 
fact, movement is as speedy and 


Truly monstrous end o' level fatties 

won't go down without a bloody struggle 



THERE’S SDME GREW LIliHT SDLIRniMB WHICH MAKES THE niFFtRtWT ATTACKS COMt ALIVE Ynil VF fiflT THF nFfFMSIVF ATTAliKS IIKF THF RIMB HF PFPIIISinN (I Fm AS WFII AS IlFffllSlVE DHES TO MASTER 


INTERVIEW 

Actually they're fairly similar. They're 
probably about half a meg bigger in 
the BSP size, which is the actual map 
itself, but with the third-person 
aspect I should say the levels seem 
like they have a little bit bigger scope 
to them, but they’re really fairly 
similar to a Quake II map, for instance. 

UPC: Are the maps mazes or is there 
an obvious route to the level goal? 

Most of 'em are fairly linear. There are 
some where there's wraparounds, simple 
hub-type systems. The trick is to make 
it look like a town, for instance, but still 


keep it fairly linear. That's just the 
nature of how Quake-siy\e games work. 

UPC: How quickly do monsters become 
aware of your presence? 

It’s adjustable. Actually we're 
tweaking that right now, 'cause for a 
while it was like you could walk right 
up to them and nothing would 
happen. Then for while you could be 
halfway across the level and they’d 
chase after you. but we're still 
tweaking a little bit. 

UPC: The A1 is quite impressive and 
creatures can follow you anywhere 
on a level... 


Once they're aware of you. That's a 
new feature that the programmers 
set up. then the designers actually go 
and physically put this system in the 
level, and what it does is create a 
sort of network path for the 
monsters and makes them seem like 
they're aware of their surroundings 
and know what hallways and rooms 
and things are all about instead of 
bumping into things all the time. 

UPC: How do you feel about 
comparisons with Tomb Raider! 

When people first look at it they're 
going to think that, but when they 
start playing it the feeling is completely 


different. There's much more emphasis 
on action than puzzle solving. We still do 
have a share of puzzles in there, but I 
think in Tomb Raider some of the 
puzzles in themselves were pulling off 
manoeuvres. What we're trying to do is 
make the manoeuvres very, very simple 
to pull off so that you can spend more 
time fighting creatures and making 
your way across the level. 

UPC: Is it big on secrets? 

There are some secrets, as in any 
other game, but we didn't set out 
to say 'hey. let’s put a secret here 
and let's put a secret here.' It 
seems a little too Quake-Wke to 
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almost as intuitive as Quake II, 
except when jumping, as a little 
more care needs to be taken in 
positioning the character. 

Of course, in this day and age an 
action game lives or dies on the 
strength of its weapons, and 
Corvus has several nasty little 
fellas to collect. He begins with a 
plain old staff which allows four 
kinds of attack: standard swipe, 
lunge (when running), jumping aerial 
chop and unlimited fireballs, which 
he can hurl from range. The latter 
two are both pretty weak, however, 
and even though they can be 
upgraded, they need to be 
supplemented with some serious 
firepower pretty soon if you're 
gonna stay alive. 


Weapons and tac-tics 

Most of the magical weapons have 
similar Quake counterparts, but 
others are rather different. The 
Hellstaff fires bolts of magical 
energy like a machine gun, there are 


exploding arrows similar to a rocket 
launcher, and then there's the red 
rain arrows. Above the point of 
impact a cloud forms, which rains 
deadly energy down onto the victim, 
doing mucho damage unless they get 
away quickly. Weapons can be 
powered-up from special energy 
shrines too. There are also defensive 
spells which act a little like local area 


smart bombs. These include a circular 
shockwave and. more bizarrely, green 
boulders which, when activated, float 
around you until an enemy appears, 
where upon they zip off to blat him. 
in a similar manner to the red shells 


in Mario Kart. These aren't to be 
wasted, as bad guys display clever 
attack patterns.Instead of just 
attacking from wherever they are, 
they're always looking to get behind 
you or. if there’s a group of them, to 
surround you. This makes it far less 
like a shooting gallery and more like 
fighting actual living creatures. This 
and the third-person perspective 


In this day and age an action game 

lives or dies on the strength of its weapons 


INTERVIEW 

throw a secret in just to have it, 
and we’re definitely trying to get 
away from those things. There are 
secrets in here, but probably not 
as many as you find in Quake and 
Jedi Knight. 

UPC: How much feedback have you had 
from Heretic and Hexen players? 

Yeah, actually we got quite a lot of 
feedback. We’ll put out questions 
from time to time, and in the case of 
Heretic II when we finally announced 
it and said it was going to be third- 
person. we got streams of email 


saying everything from ’this is going 
to be the greatest thing since sliced 
bread' to 'you’re ruining the whole 
line by not going first-person’. All 
we’ve told people all along is to play 
it. Once you give it a try I think it's 
pretty convincing that it doesn’t 
need to be first-person. 

UPC: People think they want more 
of the same, but I guess it gets 
pretty boring 

There’s that line between more of 
the same and too much of the 
same, so what we’ve done is we’ve 
got a different look and different 
features, but some of the weapons 


are very similar. There's the red 
rain which was in Heretic, you’ve 
got the hellstaff 

UPC: Was there any temptation to put 
a first-person view in as an option? 

We’ve messed around with it a little 
bit, but the problem is you’ve got the 
player model in the way. We’ve tried 
putting the camera inside of him. 
above him. it really just doesn’t work 
out. If you’ve played Jedi Knight you’ll 
notice they have a first-person and 
third-person camera, and the game 
was really made for first-person. 
They kind of threw in a third-person 
camera, and one of 'em always has to 



suffer, so rather than just throw it in 
and having it as an option we left it 
out completely. Also you 
miss a lot in the first- 
person. You don't 
see his weapons as 
effectively and some 
of the weapons are 
very encompassing, 
they completely 
surround him and 
you can't get /fJ 
the effect 
with the 
first- 
person. 
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ased in sleepy Wisconsin. Raven Software was founded by Brian and Steve Raffel in 1988. At the time the company employed 


B just five people, knocking out the likes of Black Crypt Shadowcaster and also the recent Mageslayer and Take No Prisoners. 
In 1997 Raven was taken over by Activision and currently has over 50 staff on its books. Their biggest title since the Activision 
takeover was Hexen It so they’re no strangers to the fantasy genre. With some highly promising titles like Soldier of Fortune in the 
pipeline, plus one lop secret project. 1999 promises to be a big year for all concerned. 




make the single player game much 
more effective. However, the 
viewpoint also adds to the 
deathmatch mode in that it’s that 
bit different from all the other 3D 
multiplayer games currently on the 
market. There are subtle new 
methods and techniques to learn, 
and there's a little more skill 
involved too! 



To look at Heretic II it's hard to 
believe this is the same game engine 
which produced the dated-looking levels 
of Quake II. The textures are rich and 
hugely varied, enabling several distinctly 
different types of levels. Towns, caves, 
and a misty swamp are some of the 
environments lying between Corvus and 
his destiny. Effective light sourcing is 
also employed, enabling characters to 
hide in the shadows in deathmatch 
games to surprise unwary opponents. 



Tic-kety boo 

Despite all the effort that's gone into the 
single player game, it's the deathmatch 
mode that's really going to capture the 
imagination, and all the necessary 
ingredients are there to make it every bit 


as successful as its predecessors. 

There's an editor for when you get bored 
with the included deathmatch levels. You 
can also customise your skins and, since 
the character appears on the screen, 
you'll actually be able to see the results 
of your handy work for a change! 

If you're still doubting the new 
perspective, then don't. This is an 
absolute treat for fans of the original 
Heretic and the Hexen games The 


weapons are interesting and look 
good - there's even one which turns 
deathmatch opponents into chickens! 
Once hit, the chicken can only run 
away and hope the magic wears off 
or try to find a recharge shrine 


where it can return to human form. 
One hit and it's reduced to a puff of 
feathers in a cluck! It's touches like 
this which add so much to games, but 
the overall feel and attention to 
detail is nothing to do with gimmicks. 
Heretic II looks lovely and plays like a 
finely tuned musical instrument. It's 
a dead cert for a multiplayer hit, with 
the added bonus of tip-top single 
player mode as well! Miles 


This is an absolute treat for fans 

of the original Heretic and 
the Hexen games 



THF VABIFTY AMH INTFIIICFNCE QF THE ENEMIES ARE WHAT SETS HERETIC II APART FROM THE MAJORITY OF 3D ACTION GAMES. FOR ONCE TH E Y’R E NOT JUST CANNON FODD E R . BUT ACTUAL L Y DISPLAY INT ELLICE M CE. 



Takes the Quake II engine on several strides with 
some nice graphics and a new style of gameplay 


Experienced Heretic and Hexen players might be 
reluctant to give the third-person view a chance 


PROCESSOR 

Mill! 

PI 66 

IJiT 

P200 

MEMORY 

32MB 

64MB 

HARD DRIVE 

150MB 

150MB 

GRAPHICS 

2MB SVGA 

3DFX 

CONTROLS 


KEYS AND MOUSE 


A more than worthy addition to the 
Heretic/Hexen saga which is going to 
be a big hit with multiplayer gamers 
the world over. If you don't get it, you 
don't get it! 
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Chris 'Mad Max' Leonard 
petrol in the morning. 


Carpocalypse now 

loves the smell of iiw ww 

and now his pent-up road rage can finally be legally released. 

England's roads are safe once more! 




LET’S SEE THE REVERSE 
OF THAT... 


he camera views in Carpocalypse Now have also been given a make-over. 
In number one there were only the standard and cockpit views, but now 
there are five choices. Not only that but the action replay feature also has eight 
as opposed to four different cameras, including one that cuts between you and 
your target, building up the suspense. The best touch, though, is definitely the 
ability to save your replays to send them to friends over the internet or 
through e-mails. No more arguments when your mates don’t believe the stunts 
you claim to have pulled. 


MOST REPLAYS YOU’LL WANT TO SAVE WILL INVOLVE SPECTACULAR CRASHES AND OUTRAGEOUS 
PIECES OF SKILL - NOT SOME IDIOTIC DRIVING INTO LAMPPOSTS. AND NO. I DIDN’T SEE THEM 



n es, it's here at last! The 
sequel to one of the most 
controversial and popular 
games on the PC, Carmageddon 2: 
Carpocalypse Now is set to take the 
world (and the Internet) by storm 
this Christmas. This is more than 
just a simple cash-in sequel, 
though, as Stainless Software have 
taken onboard the suggestions 
given by the public after the first 
Carmageddon game, and then 


thought 'to hell with it - we'll 
improve it in ways they could never 
imagine!' Carpocalypse Now is 
bigger, badder and better than the 
original in all respects. While I 
enjoyed Carmageddon at first, I did 
soon tire of its racing-orientated 
action, whilst the network games 
suffered from being played on full- 
sized one player tracks. But 
Stainless have managed to rectify 
these pitfalls (and others) to 
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IT'S A DOG’S LIFE 


I efore any of you write and complain. I must state that I own a dog myself. That 

^ said, one of my favourite sounds in the game are the howls of pain given out by 

the dogs you run over. Stainless haven’t stopped there, though, and have included 
wolves, elephants, deer, sheep, cows, polar bears, and even penguins, of all creatures. At 
least if vou net bored with killing humans you can change tack and go after animals. 


CUTE ISN’T HE? IT’S A PITY THAT IN A FEW SHORT SECONDS HE’LL BE SMEARED ALL OVER MY 
RADIATOR. STILL I SUPPOSE HE’LL BE ONE LESS STRAY FOR THE RS PCA TO WORRY ABDUl- 




ensure that Carmageddon 2's 
gameplay is more varied than the 
original’s, with special missions in 
one player mode and better 
designed multiplayer tracks. And 
that’s just the start of it... 

Get out on the 
highway... 

Just in case you don’t know about 
the Carmageddon games (although I 
can’t imagine there’ll be many of 
you), here’s a brief summary: 

The game basically involves you 
controlling Max Damage as he races 
around various tracks running over 
pedestrians (or ’peds’, as they’re 
often referred to) - or, for the more 
boring player, racing around the track 
and passing all the checkpoints. With 
so much death and destruction at 
hand, most players will often find 
themselves in all manner of situations 
chasing the hapless peds. 

In the first game there were 36 
tracks over five environments, 
ranging from huge cities to idyllic 


he multiplayer option has been vastly improved this time around, with 
Stainless learning from the mistakes of the first game. In that 
version most multiplayer tracks were full-sized single player ones, with 
only a few specially designed. In Carpocalypse Now there are eight tracks 
that are basically sections of single player maps, and this gives a tighter, 
more constricted feel to the game, adding to the excitement. Not only this 
but each map has a specific style of game, from games of tag to simple 
Ouake-style deathmatches and games involving the first to notch up a 
certain number of pedestrian kills. 


was the indestructibility of your car. 
Thankfully, Stainless have addressed 
this problem and you’ll now have to 
take care of it and try to avoid 
getting wasted. The in-game physics 
ensure that your car can be damaged 
pretty much like a real one, with bits 
of bodywork or bumpers falling off 
after being shunted, windscreens 
smashing and - most impressively - 
the cars can bend and snap in half. 
Personally I thought that while this 
wasn’t one of the most attention- 
grabbing improvements compared to 
say, the new peds or the graphical 
quality, it really improved the 
gameplay from the original. Instead of 
careering around at high speeds and 
recklessly launching yourself off high 
cliffs into cliff 


BUT I PON T HAVE ANY FRIENDS 


mountain villages. But now there are 
40 brilliant tracks and ten 
environments, taking in cities, 
funfairs, quarries, Olympic skiing 
villages and even missile silos (?!). One 
of the main improvements these new 
tracks have over the first game is the 
level at which you can interact with 
them, either deliberately or by 
accident. Almost everything in these 
new tracks can be manipulated by Max 
as he charges around them, from huge 
plate glass windows that can be 
destroyed to gain access to power- 


everything in their paths, and 
although it’s extremely difficult to do 
this, it is one example of how 
Carmageddon 2 has enough in it to 
ensure it never gets boring. 

Keep your 
motor running... 

Your opponents in Carpocalypse Now 
are not only more numerous but far 
more intelligent than in the first 
game. Instead of a measly 25 vehicles, 
there are now 40 assorted death 
machines, from more Porsches and 


Carmageddon 2's gameplay is more 

varied than the original's 


ups to switches that can be driven 
over to open doors, and even planes 
taking off and landing on runways - 
believe me. you’ll come off worse if 
you drive into these! There are even 
areas on tracks like the Olympic ski 
village where you can drive down 
bobsled lanes or jump off huge ski 
jumps, and the stunt track/funfair 
level allows you to try all manner of 
Dukes Of Hazard-style stunts. 

To encourage players to think 
more about what they're doing, 
various objects such as trashed cars 
or huge granite boulderscan be pushed 
around to run over either peds or your 
opponents. The boulders are highly 
effective when pushed off cliffs onto 
unsuspecting victims below - or even 
rolled down hills where they crush 


trucks to huge combine harvesters 
and wingless planes, and in the later 
levels you’ll find yourself being 
hounded and harried by them without 
a moment's respite. The handling 
has now been improved to give 
your car a more realistic feel, 
ensuring that while it's easy 
to get in and drive, your 
handling skills will really be 
challenged on later levels. 

One of my biggest 
gripes about the 
first game 
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walls, you have to actually look before 
you leap and try not to get caught by 
lifts or falling boulders. 

Lookin’ for adventure... 

Don't worry, dear reader, I haven’t 
forgotten to discuss the poor old peds, 
and luckily Stainless Software haven't 
forgotten them either. In the first 
game, there were quite a few varieties 
of peds and zombies, but they all 
suffered from a very blocky 
appearance and were not very detailed 
- I sometimes thought that if it 
wasn’t for the sound effects I could 
have been running over coloured 
broomsticks. In Carpocalypse Now 
there are over 150 different types, 
including 


tramps, quarry workers, military 
personnel, city dwellers, cops, 
mutants. Hare Krishnas, rednecks and 
even escaped mental patients. The 
Stainless boys have no notion of 
political correctness and have ensured 
every member of society is 
represented and ready to be 
splattered on your windscreen. 
Thankfully, Stainless have also made 
sure that the peds look more like solid 
people and are solid objects within the 
game's world. You can now gently 
push the peds to the ground and drive 
them into a wall, and because they 
now come with detachable limbs and 
heads, there are all manner of 
gruesome yet hilarious ways of 
disposing of peds. I think this aspect 
of Carmageddon 2 is what really sets 
it apart from the original and makes it 
so much fun. As opposed to a few 
limited ways of killing your victims, 
the levels are now designed to ensure 
that you never have to kill two peds in 
the same way, so you can spend hours 
thinking up even more horrific deaths 
for your victims, maybe using bits of 
the environment or perhaps one of 
the many power-ups available to you. 



successfully aimed for is most 
apparent. In the original Carmageddon 
there were only 40 power-ups - and 
pretty lacklustre ones they were too, 
like turbos, armour, freezing the 
pedestrians, etc. These are still present 
in revised form, but the new power-ups 
are absolutely brilliant and number 
more than twice as many as the 


advantageous power-ups. The drink 
driving one, although perhaps the most 
controversial, is also the best fun; as 
the controls are suddenly reversed, the 
screen wobbles and you can hear Max 
belching as he drives. Brilliant! Power- 
ups like these encourage you to drive 
off the track looking for power-ups 
and secret areas because, believe me. 


Carmageddon 2 has enough in it to 

ensure it never gets boring 


original's 40. The best include helium- 
filled peds, drunken peds, dancing peds, 
peds with stupid heads and, of course, 
dismemberfest, where the limbs fly off 
with the slightest of touches. As if this 
wasn’t enough, the new weapons you 
can pick up add another element to the 
gameplay, from the pedestrian flame¬ 
thrower and repulsificators (a giant 
spring-type thing) to more fun and less 


once you've used them you find 
yourself desperately looking for more 
of the same, and during multiplayer 
games pitched battles can break out as 
players fight over who gets to pick 
them up. They also help to distinguish 
Carmageddon 2 (as well as the first 
game) from similar games like the 
Interstate series, where ranged 
weapons are all the rage (Stainless 


ROUND AND ROUND WE GO 


here are ten environments in Carmageddon 2. each with four very distinct 
tracks, including one that features a specific mission for the player to 
complete. These locations vary from a simple village called ‘Twin Shrieks to a 
nuclear missile silo, an aircraft carrier (the USS Lewinsky), an Olympic ski village, 
the desert (complete with huge pyramids), a quarry, an airport and a thriving 
metropolis. What makes them all so good are the individual features that each 
track possesses, including bobsled lanes, loop-the-loops. airport terminals, mine 
shafts, the pyramids (watch out for aliens!) and bank vaults. Definitely something 
to make you have a look around. 



EVEN THOUGH THE TRACKS ARE SET IN ALL MANNER OF PLACES. THEY ARE BY NO MEANS 
AESIRICTIVE ON YOUR QUEST FOR CARNAGE. AND ARE ALMOST COMPLETELY INTERACTIVE 
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avoided using guns and missiles 
deliberately to make the action more 
involved). Guns can be fun, but they 
don’t have that 'up-close and personal' 


feel of using the opponent repulsificator 
to spring someone against a building or 
cliff face or using the mortar rounds 
against a crowd of peds. 


Born to be wild 

This hectic in-your-face kind of 
action is what makes Carmageddon 
such a good game and keeps forcing 


me back for more. Call me sick if 
you like, but I don't think I've ever 
been tempted to race any tracks 
properly, especially when there are 


pedestrians or animals like 
elephants, penguins, deer, sheep 
and cows to drive into. There is just 
so much to explore and try out in 
each of the tracks that no two 
games are ever the same, and there 
is always something new to find. 
This is no more true than when 
hunting for the many secret areas 
scattered throughout the game 
that are often in the most 
unexpected of places. 

As you can read in the box-out, 
the multiplayer game is where 
Carmageddon 2 really comes into 
its own, but the single player game 
is now so good that I’d recommend 
even those without any Internet 
facilities to buy this. The missions 
that are played every four tracks 
really help to break up the 
gameplay and offer even more 
variety and new challenges to the 
budding Max Damage. 

My advice to anyone with a bit of 
frustration bottled up inside them 
is simple: buy this game. Now. Chris 




The new power-ups are 

absolutely brilliant 





OTHER OPTIONS... 

Carmageddon 

NOT REVIEWED Hailed as a classic at the time, it 
now looks dated, whilst the multiplayer games are put 

NOW 

in the shade by the sequel 

75% 

Interstate 76 

NOT REVIEWED More Mad Max in style, but it offers its 
own slice of motorised mayhem The mutbplayer mode is 

NOW 

better than the average single player option 

70% 

Grand Theft Auto 

UPC 14 - 90% Equally as controversial and whilst 
it s not strictly a racing title, the free-ranging gameplay 

NOW 

and running over pedestrians mirrors said game 

85% 




THIS IS ONE DF MY FAVOURITE WEAPONS - THE REPULSIFICATOR. AVAILABLE FOR USE ON BOTH OTHER VEHICLES AND YES, YOU VE GUESSED IT. PEDESTRIANS. DEFINITELY THE $|CKEajVT-MP?T-FW POWER-UP 



Fun, challenging, grapNcally impressive and always 
varied, it improves on the original in every way 

AJlLm i M 

The amount of sound samples for peds are quite 
limited and can sometimes get a bit repetitive 


mtm I 


PROCESSOR 

P166 

P200 

MEMORY 

16MB 

32MB 

HARD DRIVE 

85MB 

85MB 

GRAPHICS 

SVGA 

3DFX 

CONTRDLS 


KEYS AND JOYSTICK 


Funny, action-packed and terrific fun to 
play, this is an instant classic. It's highly 
addictive in one player mode, the Internet 
option is the icing on the cake, and it’s 
definitely my favourite PC driving game 


92 

OUT OF 100 


December '981 Issue 16 | ULTIMATE PC | 












































{Review ___^___ 

I PUBLISHER SIERRA DEVELOPER PAPYRUS PRICE £29.99 RELEASE OUT NOW WEB SITE www.sierra.com PLAYERS 1-18 



lEXH-OSIVEL 

m 


MUST BUYIl 


EGENDS 


Who remembers Grand Prix racing before fag sponsorship, 

when Michael was just a glint in Herr Schumacher's eye? Not me, for one! 



straining our head gaskets to get hold 
of a finished copy. Now we have, and 
the UPC office has been transformed 
into a virtual pit lane. Steering wheels 
of all shapes and sizes litter the desks, 
the sounds of squealing engines fills 
the air and it's all getting a little bit out 
of hand if you ask me! After all, when 
all's said and done GPL is just another 
racing game, isn't it? The fact is 
there's a lot more to this little number 
than meets the eye. Let's face it, it 
takes something a bit useful to whip 
the cynical souls of the UPC team into 
an interactive trackside frenzy. 


As you probably know by now, GPL 
is concerned with the 1967 Grand Prix 
season, featuring the likes of Jim 
Clarke and Graham Hill. You get to belt 
around all the tracks, faithfully 
restored to their 60s glory and 
bearing little resemblance to today's 
counterparts those that are still 
used, that is. 

Options are available for either 
single race or a full championship 
season, plus the usual LAN and 
Internet multiplayer options. Races 
have a practice period of pre¬ 
determined length which also includes 


The first thing you'll find 

is that GPL is a serious, 
greasy-fingered sim 




AJiOQD STEERING WHEEL WILL INCREASE YQUR ENJOYMENT OF THE GAME GREATLY. BUT IT TAKES A LOT DF PRACTICE TO GET THE HANG OF IT. BE WARNED! 


sim. Don't be fooled by the lush 
graphics - you definitely won't be 
throwing these cars around the 
tracks in carefree fashion without 
long hours (and I do mean hours) of 
practice. This is especially true if you 
choose to play using a wheel, but it's 
well worth the effort and well worth 
getting such an admittedly expensive 
piece of kit if you don't already own 
one. The accuracy of the car physics 
comes into their own with a wheel and 
pedals set-up. getting about as close 
as you can to the real thing. If such 
pricey toys are out of your financial 
grasp, fret not, as a good analogue 
pad will see you through. 

When you get to grips with the 
driving side you can start tinkering 
with the car set-ups for improved 
performance, and this is the most 
comprehensive implementation of 
such an option I've ever seen. Tyre 
pressures, camber and roll bars for 
each individual wheel can be altered, 
as well as fuel load, gear ratios and a 
whole host of other stuff you'd need a 


1 OTHER OPTIONS... I 

FI GP2 


N/ A Getting on now. but still a brilliant 

simulabon for gamers and FI fans alike And it's out 

NOW 

on budget! 

80% 

Monaco Grand Prix R. Sim 2 


UPC 16 - 75% Reviewed this ish. but not actually 
as good as ite predecessor, we reckon.lt has Uie 

NOW 

option to race in GPL-style old 60s cars though 

75% 

Formula 1 97 


UPC 8 - 91% Psygnosis' second foray into the 
world of F1 looked great but couldn't decide whether 

NOW 

it was a sim or an arcade game 

73% 
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FROM THE HORSE’S MOUTH 

When in doubt, let the experts have their say. We spoke to Dave Kaemmer. Chief 
Technology Officer at Papyrus Software. .. 

UPC - Firstly would it have been possible to have had a ChampionsNp mode in the network 
game? We are keen to go through a full season, maybe saving as we go. Possihle/planned? 
Dave - Unfortunately, there were too many technical and interface hurdles to overcome 
to allow multiplayer championship play, but it is possible to keep the score separately 
and do this. We are actually running just such a championship here at Papyrus - we 
just keep track of the points using paper and pencil. (Okay, actually email.) 

UPC - Is there going to be an (arcade-like) option that plonks you back on the track 
if you crash out when a bunch of you just want to plough about for a laugh? At the 
start we were ending races after about two laps because everybody crashed out! 
Dave - You can press Shift-R to right your car (and fix it) in Novice or Intermediate 
races. This is not allowed in Pro or the Grand Prix level races, however. 

UPC - Are you planning a follow-up or mission pack? 

Dave - Not at this time. 

UPC - Are you using the engine for any of your other games like NASCAR III? 

Dave - Yes. the physics code is quite general purpose, so wed like to use it in a 
number of future titles, including NASCAR III. 

UPC - What made you choose the 1967 season? 

Dave - We wanted to simulate cars that would let the player see how accurately we 
have modelled the physics. 1967 was the last year before the introduction of 
aerofoils and downforce. so the cars were still quite softly sprung, and the chassis 
visibly moved on the suspension while braking, cornering and accelerating. Also, the 
circuits of that era were fabulous - spectacular scenery, tremendous altitude 
changes, jumps, houses and trees to dodge. It makes for a very exciting game. 

UPC - Are you planning to create a more modern Formula One version? 

Dave - We are sworn to secrecy on such matters. 

UPC - Have any other developers approached you to licence the engine? 

Dave - Not that I’m aware of (they haven’t approached me. in any case). It would 
probably be more costly for us to provide support to licensees than they would 
possibly be willing to pay - the code base is frightfully complicated. 

UPC - What are your plans now you have finished GPL7 

Dave - Our focus is going to remain on motor racing - doing whatever we can to make 
the most compelling, most realistic simulations possible. There are always things to 
improve, new directions to push the technology, different race series and vehicles. .. 


Grand Prix Legends | 


degree in mechanical engineering to 
understand. Most people won't dabble, 
but it's there if you want it. 

Running on a P266 with 3DFX. the 
in-game graphics are superb, although 
things tend to chug a little when a lot of 
cars are on screen at once. This problem 
can be minimised by altering the number 
of race competitors. However, lower 
spec machines are likely to struggle, 
especially without the benefit of 3D 
acceleration, so be warned. 

Back of the grid 

One of my quibbles is that, other than 
the in-game graphics, presentation is 
pretty bland. More could have been 
done to evoke the era, but instead it’s 
basic option screens, mock newspaper 
report of the results after each race, 
and that’s your lot - unless you count 
the iffy FMV of some old Grand Prix 
footage at the start (which I don’t). 




So it fails to conjure up the 60 
ambiance where GPL scores all its 
points is on the track. Be it against 
the computer or linked up over a 
network, this is the most intense 
driving experience available. Even with 
the limited driver aids turned on it's 
no mean feat to make a clean lap. 
Concentration needs to be maintained 
every second, ’cause if you approach a 
bend too fast or brake too late there’s 
little or no margin for error. 

We’ve been trumping this one up 
now for what seems like months. You 
should by now have played the demo 
on last month's ULTIMATE CD. and at 
last you can see for yourself what all 
the fuss has been about. I’m sure 
you’ll agree, all that remains is to 
gather together a wad of money to be 
exchanged for your very own copy 
over the counter of the nearest video 
game retail emporium.Miles 



FOR 


The most realistic driving game you can buy. 
You can almost feel every prang and crunch! 


:T$^ 


Doesn't do enough to create a nostalgic atmosphere 
and the difficulty level may put some players off 



IHH 


PROCESSOR 

PI 66 

P300 

MEMORY 

16MB 

32MB 

HARD DRIVE 

132MB 

250MB 

GRAPHICS 

SVGAor3DFX 

3DFX 

CONTROLS 


KEYS AND PAD 


If you're prepared to work at it you 
won't find a better racer anywhere. 
Even GP3 will have its work cut out to 
beat this gem 
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BATTLESPIRE 



Let's face it, we all love a bit of medieval-style swords, 

pixies and magic RPG action, don't we? 
Well, sort of... Welcome to Battlespire: An Elder Scrolls Legend. 



here is a lot to be said for this 
game. Unfortunately not all is 
positive. Battlespire's story 
line is somewhat naff and typical of 
fantasy genre titles. In this case, the 
'celestial citadel’, Battlespire, has been 
over run by a very bad man. and you, 
as our elfie, are the only person who 
can save us all. 

Although the environment is vast 
and could welcome hours of exploring, 
my bet is that you’ll be bored within a 
fraction of that time. Most of the 
monsters which you come up against 
take ages to kill and end up getting you 
anyway. This means that you’ll be using 
the save game option after every step 
you take in the hope that next time, 
you’ll get ’im! The controls take a great 


deal of getting used to, with the mouse 
controlling the broadsword or axe and 
which way the player faces (up. down, 
as well as left and right), the keyboard 
being responsible for movement via 
the arrows, and the F-keys doing a 
whole range of things which you are 
unlikely to remember without the aid 
of the manual. 

One interesting option that the 
game presents is a DIY character 
board. There are a selection of 
different haircuts, eyes and faces 
which you can mix ’n’ match to your 
heart's content. You also have 
equipment and magic potions at your 
disposal - but at a price. Elfie starts 
with a certain number of points, like 
cash, which he (or she!) can use to 




buy a variety of implements. At the 
end of it all. your munchkin will be the 
most customised - but groovy - elf in 
the neighbourhood. 

Give 'em a chance 

After all this, though. I must say that 
there are some good points. There is 
no repetitive music to drive you up the 
wall, and essentially the graphics are 
very good. Speech from the various 


characters is easy to understand, but 
there is the option of sub-titles as 
well. A multiplayer option is available 
too. which makes for some interesting 
battles with mates on a LAN or over 
the Internet. 

Battlespire is not as good as some 
others in the genre I’ve seen, and given 
the choice I would go for something 
like Unreal, Half-Life or even the old 
classic. Doom. Kev 



1 U LT 1 M AT El 

Slightly adventurous take on the Heretic games 
with a few nice features, but not many 

PROCESSOR 

MEMORY 

PI 33 

16MB 

P300 

32MB 

Pan 

DUESH - 

HARD DRIVE 

132MB 

250MB 

% APOLLO 

A very low grade game if ever we saw one. Dodgy 

GRAPHICS 

SVGA 

3DFX 

oToT 

use of striptease gives this a very tacky edge 

CONTRDLS 


KEYS AND MOUSE 


Patience is a virtue, and you'll need it 
for this boring RPG. However, if you do 
have the time to explore, there might 
be some mischievous delights for you 
to discover 


51 

OUT OF 100 


I UUIMATE PC I Issue 16| December '98 



































A ScottishTelecom Company 



3 

O 

D 


it’s time we revealed all we’ve got to offer: 
unlimited email addresses , dfax , 15 mb of 
free web space , LineOne^^ content , games 
website , games servers , 24-hour helpline 
plus a quarterly magazine , all for a tiny 
tenner a month . perhaps this explains why 
we’re the uk’s number one internet service 
provider . so for your free 30-day trial , 
just call 0800 458 9666 or scribble your 
name and address anywhere on this ad , 
tear it out and send it to us at freepost 
demon ( yes , that’s all you have to write ) . 
and get your kit off us . 


( ^ Demon Internet 

more people get on with us 



0800 458 9666 


UP2210Z 


www.demon.net email : sales@demon.net 
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In a genre awash with virtual stadiums, mega endorsements and silly money, 

at least somebody's being Sensible! 




ou can't keep a good footy game 
down, and Sensible Soccer has a 
reputation second to none. It 
will come as no surprise therefore, to 
learn of a new addition to the Sensi 
dynasty following the success of Sensible 
Soccer '98 - the good-but-not-quite-up- 
their-with-the-Sens/ Soccer-of-old game 
of a few months back. 

With the World Cup a distant and, 
for most of us, painful memory, this 
represents a return to the bread and 
butter of domestic club competition. 
If the summer was a decadent display 
of the haves of world football 
showing off their extravagant skills 


in some of the finest stadiums on the 
continent, the league is a different 
kettle of fish. Ninety percent of 
supporters pay their money to watch 
no-hope sides the length and breadth 
of the country (and Europe for that 
matter) in the vain hope that maybe 
the rain'll stop by half-time. In the 
long run we all know where we'd 
rather be... well, I do at least. 


SS '98 was promising, certainly the 
closest yet to recapturing the magic 
of the Amiga version on PC. It wasn't 
quite there, but that indefinable 'Sensi 
Something' was definitely tangible. 
Unfortunately it didn't seem quite 
finished. A few more weeks of 
tweaking and tuning could have made 
all the difference. I suppose that's 
what you get when trying meet 
deadlines. World Cups wait for no man, 
woman or software developer! 


If you were familiar with Amiga 
Sensible Soccer, you’ll know that it 
was constantly being tweaked, 
upgraded and improved, with updated 
versions appearing every few months. 
Not full-blown sequels - they never 
claimed to be - just updated player 
names, tweaks to the gameplay, little 
new features and that kind of thing. 

The European Club Edition has a very 
similar relationship with SS '98. 
Graphically they’re both very similar 
indeed. The same little motion-captured 
players, the same dodgy 3D replays, etc. 
The options and presentation screens are 
also very similar, though at least the 
icons and backgrounds have been 
redrawn slightly. The main difference on 


the cosmetic side are the club 
competitions. The top divisions from all 
the major (and not quite so major) 
European leagues are selectable, 
complete with accurate team line-ups 
(albeit with a vowel changed in each 
name to get round any possible legal 
wrangles to do with trademarks and 
other such foolishness). You can compete 
in any of the genuine competitions, so if 
you fancy a crack at the Lithuanian 
version of the FA Cup, you can. Personally 
I'd have preferred to see the major 
leagues covered in more detail at the 
expense of some of the backwaters of 
European football (no offence meant). 

The comprehensive tactics editor is 
retained, which allows every player's 
role to be individually specified. You can 
set his position, assign him to man- 
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Sensible Soccer Europtan Club Edition | 




mark an opponent, run forward, stay 
back, break left or right - anything you 
want. This process can be a little fiddly 
at first, as it's all done via tiny little 
icons on the team management screen, 
but you can get the hang of it with 
practice. Players also all have individual 



Man on 

On the ball there’s not much change. 
The main difference is to the function 
of the 'B' button tackle/trap. In World 
Cup this was used mainly for slide 
tackles, but if you got right up-close 
to an opponent with the ball it would 


There s no question fh^t SS European 

Club Edition is superior 
to Sensible Soccer '98 


skill ratings in different areas such as 
pace, passing, shooting, etc. Based on 
these, you can instruct individuals to 
push up for corners, for example, if you 
have a defender with exceptional 
heading. However, you won’t be taking 
too much notice of such options until 
you’ve mastered the gameplay, which 
is, as suggested earlier. Sensible 
Soccer '98 with tweaks. 


CHOOSE EfftENDL Y TEA^f5 
CLUB TEAMS 

!■%&■* Vi" 

sf j W 


nick it off his toe. This time around 
it’s far more powerful. Get within a 
couple of sprite-lengths of the guy in 
possession and pressing the ’B’ button 
causes the selected player to lunge in, 
taking control of the ball (sometimes 
at the expense of a foul). It takes 
some getting used to. and the first 
few games after you start using it 
tend to degenerate into scrappy 






midfield barneys where nobody can 
keep possession. It means passing - 
especially one touch using the slide - 
and quick thinking are even more 
important than before, because you 
don’t get long to linger on the ball 
before a challenge comes in. It also 
makes intercepting passes a lot more 
feasible, enabling swift counter 
attacks. 

There’s no question that SS 
European Club Edition is superior to 
Sensible Soccer '98. It’s a step closer 



again to matching the appeal of the 
Amiga version, although it’s different in 
its own way. The ’B’ button tackle and 
the ability to curl and lob shots on the 
slide add a whole new dimension to 
what can be achieved. However, if you 
already have the '98 version, it’s hard to 
justify forking out for this one as well. 
They’re not that different. If you’re a 
Sensi nut - and there are plenty out 
there - you’ll want the latest version 
possible, but think carefully if you 
already have SS '98. Miles 



IMPORTANT INCIDENTS LIKE CARDS AND COALS CAN BE REPLAYED IN GLORIOUS 3D TO GIVE THE BEST POSSIBLE VIEW. ACTUALLY WE PREFER THE CLASSIC SENSI CAM EVERYTIME BUT THERE YQU ARE 


-1 


0 1 3 9 2 4 2 0 1 0 0 


One of the strongest brands in the recent history of 
video games is getting stronger with each release 

amsam 

Fans are bound to have the ’98 edition already, 
so getting this might seem a bit extravagant 






PROCESSOR 

PI 33 

P200 

Sensible Soccer is poised to reign 

MEMORY 

16MB 

32MB 

unchallenged once again over all other 

HARD DRIVE 

25MB 

110MB 

football games. As always, just because 

GRAPHICS 

SVGA 

SVAG 

it doesn't look like the rest, doesn’t 

CONTROLS 


KEYS AND PAD 

mean it can’t play 'em off the park! 
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favours! Anyway, it's all down to you 
and your piloting skills to stop the virus 
reaching a critical level. 

What’s the point? 

The object of the game is essentially 
simple: destroy the spreading virus and 
save a few people in the process. And the 
means to do this simple task? A cute- 
looking vehicle that feels comfortable in 
all of its three moving modes, whether it 
be underwater, hovering about six feet 


After one of the longest waits ever for a sequel, 

Dave Braben finally finishes the next step after Virus, V2000. 

Was it worth all the wait? 


off the ground or more open flight. These 
modes give the player great freedom of 
movement, and on occasions this proves 
to be just a little too much; it certainly 
takes a while to learn how to control the 
vehicle. In full flight mode it's most 
comparable to flying a helicopter, but less 
weighty. You can flip somersaults with 
ease and change direction as quick as a 
fly. The problem, though, is actually 
moving the craft into position for 
combat and keeping it heading on target 


so you are not just firing at random. The 
target power-up helps, but many players 
may get frustrated on occasions. To 
make matters even worse, there are 
environmental conditions that screw 
with your ship, water currents, varying 
air pressure and gusts of wind. Not 
something we like to experience! 

The original Virus, however, was a 
lot worse: you didn't have the option 
of self-righting, so at least they 
have improved that aspect a little. 


I liens have possessed the 
bodies of human-like 
I creatures and are spreading a 
deadly, slimey virus across a fictional 
universe. Everything is down to you (as 
always), because there is only one craft 
that can defeat the aliens, and all the 
other humans on the planet are so 
dumb that all they do is wander about 
as if nothing is happening - even when 
being chased by giant ants! Put it this 
way, they don’t do themselves any 



T he multiplayer game was a big disappointment. You get all the options for 
whichever type of connection you can have, but after that you just dive 
into a world - end of story. You have the basic deathmatch and that is it - you 
don’t really know whether you are supposed to be beaming up people and 
developing new stuff, as you don’t seem to have an assigned base. And what 
with the creatures in there as well, it Just turns into mindless chaos. Actually 
there is no need to collect people because the landscape is strewn with 
weapons anyway. The only saving grace will be if they set up a server for 
players to compete for the honour of becoming an Elite Player. 


1 
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1 OTHER OPTIONS... I 

Hardwar 

UPC 14 - 87Z Rather dull in comparison 
graphically, and we can't say we have made any time 
for it since last month, but worth a look. 

NOW 

85% 

Urban Assault 

UPC 14 - 80% More realistic-looking with 
heavier emphasis on strategy, but has the same 
benefits of a range of travel modes and combat 

NOW 

78% 

Virus 

NOT REVIEWED if you can pick up an Amiga you 
may find a copy around somewhere. The action is very 
similar to V2000. it's just the improved graphics 

NOW 

N/A 



New ideas from 
a veteran 

A nice idea Mr Braben has had is to 
have a weight that you pick up to 
ease your craft underwater - it 
slows you down if you carry it about 
all the time and you can sometimes 
forget where you last left it. but that 
makes it all the more fun. He has also 
thrown in loads of fun power-ups and 
plenty of exciting and visually 
impressive weapons to help you in 
your mission - the depth charges are 


Exploration not 
gameplay 

The thirty or so worlds have a 
number of links between them, 
creating a web link arrangement. As 
well as being able to transport 
objects between the different 
worlds, it means you rarely get stuck 
on one level. Players do have to 
destroy the hives that cover some of 
the links before they can progress, 
but secret portals are often found if 
you look hard enough. It is this set- 


Any problems? 

Well, the tasks are simple: just beam 
up a few inhabitants, shoot down 
some alien inflicted ants, and then 
destroy the hive. Other than that 
there's not many other problems to 
solve, just power-ups to find, awards 
to collect, and the general fun of 
flying about. Apart from the 
multiplayer looseness, the main gripe I 
have with the game is the camera 
angles - the damn thing flips about 
so much in combat you have a 
nightmare. We couldn't find an option 
to change the angle to chase mode or 
a view so you could actually see where 
you were going. As a result you often 
destroy things like fuel canisters or 
health packs (though only if you don't 
require them) and accumulate more 



general damage via such collisions. 

Also the targeter should have been 
standard on the ship, because 
without it you have no hope. 

There are not many games like 
V2000. The mix of action and subtle 
strategy gives rise to a simple and 
addictive game, although it's not that 
easy to just pick up and play. David 



Dave Braben has gone for a self- 
referential approach by incorporating 
Elite trophies to the game 


particularly cool. Probably the most 
impressive feature of the game is the 
water effects: not only do you have 
waves, but you can see the flow and 
ebb of the currents when underwater 
- with brightly coloured fish 
swimming about, it's as relaxing as 
one of those ocean screensavers. To 
top it all, Dave Braben has gone for a 
self-referential approach by 
incorporating Elite trophies to the 
game. If you find them your rank 
increases, so one day you may 
become an 'Elite Player'. 


up that gives the game much more 
depth than most of its competitors. 
Take Hardwar, for example; a similar 
concept, obviously inspired by Mr 
Braben's earlier achievement. Elite 
- V2000 is superior in both 
graphics and credibility. The smoky 
wastes of Hardwar provide limited 
stimulation compared to the 
infinite environments in the sequel 
to Virus. That said, the trading and 
finance in Hardwar does give more 
depth than the simplicity of V2000's 
power-up generation. 


THESE CREATURES LOOK A LOT MORE NASTY IN THEIR ORIGINAL DESIGNS THAN THEY DO IN THE 
GAME, OVERALL THERE IS A FRIENDLY LOOK TO THE GAME - FEAR IS NOT AN ASPECT 



freedom, simplistic missions, cool 
weapons and excellent graphics and water effects 

I Craft control very difficult, camera angles obscure 
10 0 1 the monsters have crap dying moves 
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KEYS AND PAD 


A beautiful-looking game with a great 
feel to it. A few problems with the 
combat, but once you have homing 
missiles it’s all okay. Loads of great 
new ideas too 


83 

OUT OF 100 
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Review 



“I'm Tiger Woods." “No. I'm Tiger Woods!" Well now everyone 

can be Tiger Woods with a copy of EA's latest PGA Tour licence... 





also seems a bit steep to have to 
shell out another G30-E40 every 
year for a new course and slightly 


The flat caps and plus-fours have 
been replaced by baseball hats and 
the Nike swoosh. The start-up 


The flat caps and plus-fours have 
been replaced by baseball hats 

and the Nike swoosh 
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THE BACKDROPS ARE GOOD AND DETAILED. BUT IT'S A BIT TACKY THE WAY THE CAMERA TAKES SEVERAL SECONDS TO OPTMISE ALL THE TEXTURES EVERY TIME THE VIEW MOVES. MORE EFFORT REQUIRED 


Good-looking with some nice camera shots, although 
they can sometime make you feel a bit sea sick 


Apart from the various and largely cosmetic 
Tigerisms. this doesn't take the genre forward 
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One of the best golf games around, but 
not really a must-have title if you own 
an earlier PGA game or Actua Golf. And 
the simulataneous release of a course 
add-on takes the mick 


screens have funky soundtracks and 
the look is much more hi-tech. It all 
seems a bit naff to me. Golf is, after 
all, golf, and it's never going to be 
'cool' - I don't care what anyone 
says. Besides, it’s the same old 
options under all the new paintwork. 

The three new and exclusive 
courses on offer are Pebble Beach 
Golf Links. TPC at Sawgrass and 
TPC at Summerlin. This will 
obviously mean more to you if you're 
well into your golf. And_ if that's not 
enough. Tigers fully compatible 


with last year's PGA Tour Pro 
courses, plus there are three course 
discs planned for later in the yea' 
so no shortage of variety then. 

As golf games go it's as good as 
any. but it doesn't have anything to 
really make it stand out beyond a 
few gimmicks. If you already have 
one or more decent golf games for 
your PC. you really don't need Tiger 
Woods unless you're desperate for 
a couple of extra courses. Miles 


J n the one hand, it might 
11 seem a bit strange to 
I rename one of their most 
established franchises. Yet on the 
other, you can see the sense to it. 
Way back in the days of the Mega 
Drive, the embryonic PGA series 
was rightly regarded as the best in 
its field. It was streets ahead of 
everything that went before it and 
established a style which has 
become the standard for the genre: 
simple, playable, yet with hidden 
depths. It would be fair to say, 
however, that EA haven’t had 
things all their own way lately. 
There are an awful lot of golf 
games out there, and many, 
like Actua Golf and Microsoft 
Golf, are at least as good 
as the recent entries 
in the PGA series. It 


revamped swing-o-meter. Clearly 
someone deep within EA Sports 
thought the same, and so they’ve 
snapped up Nike golden boy, golf 
golden boy and all-round golden boy. 
Tiger Woods to front the last PGA 
game of the millennium. 

Woody Woodpecker 

Tiger Woods '55 is, as you might 
expect with the new trendy face 
of golf adorning the cover, 
far more in-your-face 
than previous titles. 









































FANCY A TRIP TO THE 


BEACH? 
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A TRlOnSOFTS ■■nAMiw 

Western FRONT 
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WESTERN FRONT PEACES YOU 
IN THE MIOOIE OF WORIO 

WAR 2. This fast paced platoon- 
level game of tactical combat In 
Europe starts you out as a 
battalion commander and 
- if you have earned it - 
a promotion to higher ranks as 
the war progresses. 

Play one of a large number of pre¬ 
set scenarios or allow the computer to create a 
random battle for you. Full feature scenario, organisation 
and map editors allow you to create your own battles 
from a database of hundreds of different platoon types, 
providing you complete control of the battleground. 



★ New enhanced campaign mode - with new 
mission types and character promotions. 

★ Full-function map and scenario editors - 
create your own battles from a 
database of over 500 NEW equipment and 
unit types. 

★ New terrain features - the North African 
desert, the Bocage country of Normandy 
and picturesque Europe. 

★ New 16 player online multiplayer mode - 
up to 8 players per side can play via 
internet or network LAN. 

★ 40 new scenarios and at least 8 new 
Campaign games - plus linked historical 
campaign scenarios. 



Also auailablB from the Campaign SBries: 
Talonsoft’s Eastern Front and Illissinn Pack 


I L H m F R 1 6 A S E A I i S~| 



EMPIRE INTERACTIVE 0800 783 0156 www.empirestrategy.com 
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IpUBLISHE Vb I Soft D E^^OPE R WHATEVER PRICE £.34.99 RELEASE OUT NOW WEB SITE www.?.com PLAYERS ONE 



With Grand Prix Legends firmly setting standards in the racing sim genre, does 
this sequel have what it takes to pass the big boys? 



POOR MAN'S GPL 


UYJ hether Grand Prix Legends prompted the developers to include a special retro 

feature into Monaco Grand Prix I don’t know, but the Hetro Game feature which has 
been included in here is clearly not up to the standard of GPL also reviewed tNs issue. 

With just one track to race around called Greenhell. users are invited to race 
around in a classic 50s car. The experience is far from exciting, though. The atmosphere 
is poor, the car physics, sounds and visuals seem a bit of a joke ~ in fact the whole 
’Retro Game' mode is laughable. 


YER IT LOOKS MORE LIKE A NODDY CAR THAN A GRAND PRIX RACER FROM THE PAST. AFTER 
PUY1N6 GRAND PRIX LEGENDS, THE RETRO GAME MODE REALLY DOES LOOK QUITE PATHETIC 



I ince the first playable 
version of Grand Prix 
I Legends arrived in the 
office, I haven’t been able to get my 
hands off it. Why? Because it's 
smooth, slick, plays excellently and 
is incredibly realistic. When you play 
a game of that standard and 
another racing sim is released, you 
tend to notice their bad points a lot 
more. And unfortunately for Ubi 
Soft, that's exactly what's happened 
with Monaco Grand Prix. 

The graphics were the first 
noticeable difference, and even 
though they're very high-resolution, 
they just doesn't look right. The 
crowds look poor and the objects 
and marshals that are dotted around 
the tracks just look out of place. As 
for the grass well, it looks like 
mushy peas to me! 


Sounds good? 

With a racing simulation, as well as 
the realism of gameplay, sounds 
such as gear changes and engine 
revs are also incredibly important 
to increase the atmosphere and 
excitement. In Grand Prix Legends, 
you enjoy turning up your speakers 
to hear the engine roar, and these 
sounds change from car to car as 
well. Ride around a track in Monaco 
Grand Prix and the only reason 
you'll be reaching for your speakers 
is to turn them off. I've never 
driven a FI car, but the high-pitched 
squeals when you’re revving too 
much just don't sound right in the 
game, even if they are realistic. 

One of my criticisms with FJ 
Racing Simulation was that the 
teams and their drivers weren't the 
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Monaco Grand Prixi 




1 OTHER OPTIONS... I 

FI Racing Simulation 
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Grand Prix Legends 

UPC 16 '932 yes. revieemd Utts my Iss^. Srand 
Legouie» undoubtedly die kmg of ra(^ 

You won t hfitl an^Rg at the moment 

NOW 

93% 

FI GP2 

N/A FarnasticfmitshnttandfKW 

ayaitdde mi budf^ f 1 CrsRl fVa 2 may nd tod( 
bfibant mymm. but is imrtb a look 

NOW 

80% 


LEFT: THREE CARS VYING FOR POSITION 
SIDE BY SIDE. AS SUE COOK WOULD SAY, 
IT’S A POTENTIAL DEATHTRAAAPF 



has plenty of buttons for the eager 
gamer to click on, enabling you to 
change how the game plays. Put 
damage 'on' and a collision may 
result in a plethora of parts flying 
off your once good looking car. 
Sometimes you'll be able to reach 
the pits, but other instances will 
force you to retire - either way 
there's a voice which will update 
you on any developments. There are 
also plenty of race modes to choose 
including time challenges, single 
race and, of course, the fully blown 


and incredibly tiring Grand Prix. 

In terms of whether or not to 
buy this if you own FI Racing 
Simulation. I'd say no. There simply 
aren't enough differences. If, 
however, you don't own it. want 
90's FI cars to race and can't wait 
for GPJ. then, sure, your £39.99 
won't go to waste. Simon 


Put damage ‘on’ and a collision may 

result in a plethora of parts 
flying off your once good looking car 


actual ones in the current 
championship, and in Monaco Grand 
Prix nothing is official - a major 
pitfall for die-hard FI enthusiasts. 

Still, if you aren't too bothered 
about team and driver names, you 
won't be disappointed with how the 
game plays. Actually, it plays virtually 
the same as the original i.e. very well. 


Those who want to burn around using 
the automatic gear system shouldn't 
bother. Those types are better off 
with an arcade racer. If, like me, 
though, you want to make the most 
out of your simulation and use 
manual gears, then you'll get a lot out 
of Monaco Grand Prix. 

Options-wise Monaco Grand Prix 


CIRCUITS 


U 17 circuits have been included into 
Monaco Grand Prix (that's right, it’s not 
just the Monaco track!), and. like the original 
game, they’ve all been accurately recreated. 
So, if you’ve played the Silverstone track in 
another game and want to upgrade to Monaco 
Grand Prix, you should be able to instantly 
Jump into a race with no worries about hitting 
a barrier due to not knowing how tight the 
corner was. 


LTIHATE 



A great game to warm you up for CP3. 
Realistic and enjoyable 


AGAINST... 


No major noticeable differences from the 
original and will not suit arcade gamers 
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KEYS. PAD OR WHEEL 


Highly enjoyable but really not worth 
the money if you own the original or 
fancy the nostalgic and clearly brilliant 
Grand Prix Legends 


75 

OUT OF 100 
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Review 


PUBLISHER THQ DEVELOPER CYBERFLIXY PRICE £34.99 RELEASE OUT NOW WEBSITE www.cyberflix.com PLAYERS ONE 


evenge (jmie”Bretlir5n 


Ahoy me hearties and shiver my timbers! 

Is this a first-person adventure game about pirates I see before me? 

Is it as valuable as a Spanish galleon's cargo? Ern not really. 



n et’s cut to the chase: this is 
a first-person adventure 
game like Myst and Riven, 
but with arguably more interaction 
than either of the aforementioned 
games. With a story featuring lost 
pirate treasure, treachery and 
mysterious curses, it follows that 
well-worn path of the greatest 
Hollywood swashbucklers. 

Where it differs from games like 
Myst and the like is in how you 
communicate with the characters you 
meet. You are often given a series of 
possible things to say which affect 
how characters respond to you, and 
THQ claim that this can also affect 
the possible ending to the game. 

Some of the responses are quite 
funny, and this adds a certain appeal 
to the game when you can take the 
mickey out of dislikable characters. 
These characters are quite varied, 
from a voluptuous young girl in your 
hometown to assorted pirates and 
voodoo priestesses in the West Indies, 
and they address you as befits their 
character. While this adds to the 
game’s appeal, you may also get fed up 



with the amount of talking you have 
to do, which is perhaps where the 
game suffers. While most of what 
people say is important and furthers 
the story, there is too much emphasis 
on this, especially at the beginning, 
and it can slow the game down a bit. 

Not so great 
expectations 

One nice touch to this game is the 
sword fighting. By simply moving the 
mouse to certain parts of the screen 
you can move your sword to either 
block someone’s attack or take a 
swipe at a part of their body. This is 
very easy to pick up and adds a much- 
needed new avenue to the gameplay. 
Apart from this though, and a similar 
method for firing cannons and pistols, 
the gameplay does remain pretty 
much the same as Myth or Riven, to 
name two examples. You simply drag 
the cursor around the screen until it 
changes, and then you press a button. 
Not very exciting, it has to be said. 


Where Redjack suffers most in 
comparison to other games of this 
type is the quality of the graphics. 
The main selling point of these types 
of these games is the quality of the 
graphics, but in Redjack they aren’t 
exactly of the highest quality. The 
animation is pretty poor for this day 
and age, and the general feel is that 
of a game made in the early nineties, 
not now. 

If you can get over this though, 
and are patient enough to talk to all 
the characters, this game can get 
pretty engrossing. With new plot 
threads occurring all the time and the 



novel touch of the sword fighting, this 
game does provide some enjoyment. 

As long as you don’t expect too much 
from it, Redjack's charm might just 
win you over. Chris 



THF.SF nilYS ARF PRFTTY IIRIY RUT WnTHINfi P.nMPARFn Tfl MF AFTFR A MIGHT nUT flU THg TOWN 


iULTlHATE 


01392 420100 


Redjack doesn't take itself too seriously, and 
I with varied gameplay, it has a certain charm 

The graphics are a little below par, and the 
need to talk to everyone can get a little grating 
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KEYS AND PAD 


Quite playable, a little tedious in some 
places, but with a variety of gaming 
styles, Redjack ultimately suffers 
from being a little too dated for 
today's tastes 


70 

OUT OF 100 
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PUBLISHER NOVALOGIC DEVELOPER IN-HOUSE PRICE £24.99 RELEASE OCTOBER WEB SITE www.novalogic.com PLAYERS 1-8 


Take to the skies with double the fun, in 
Novalogic's latest two for the price of one! 




I he latest simulation to 
emerge from the well- 
I respected development 
stables of Novalogic is comprised of 
not one. but two new air combat 
titles, one featuring Russia’s most 
advanced jet fighter, the Mig 29. and 
the other concerned with the good old 
F-16. Both games use the same game 
engine, have fairly similar options and 
are. in fact, very similar apart from 
the planes themselves. 


The actual combat options are 
fairly limited. Quick mission or 


No frills, no flashy briefing animations, 
just simple text instructions before 


This is really for people who want to 
get straight into combat more likely 
multiplayer without a. y farting about 


campaign are available for solitary 
flyers, and there's also a multiplayer 
dogfight mode and mission editor to 
tinker with if the fancy takes you. 

It's not the most sophisticated or 
realistic of flight sims. but in many 
ways it doesn’t try to be. This is really 
for people who want to get straight 
into combat, more likely multiplayer, 
without any farting about. Simply 
type in a 'callsign' and you're away. 

East vs West 

Presentation is kept to a minimum 
with an FMV intro, and that's about it. 


you're transported to the cockpit. In¬ 
game graphics are better, with some 
nicely textured landscapes if you’re 
using a 3DFX card, but they can be a bit 


sparse. Then again, isn't it always the 
way with flight sims? 

The lack of any training missions 
won’t bother experienced flyers as the 
controls are pretty standard, but first 
time players won't feel particularly 
welcome. It's a shame, as a couple of 
simple tutorial sorties would have 
been dead easy to implement and 
made the game more accessible. 

Still, if you want a no-nonsense 
action flight sim. this gives you two 
planes at an affordable price. However, 
it really is one for fans of the genre 
and isn't likely to appeal to you if you 
don't like flight sims. Miles 


FLIGHT SIMULATIONS PONT COME MORE DETAILED. REALISTIC AND CHEAP AS NOVALOGIC'S OFFERINfi 


: U LT 1 M AT E 




Hiiisn' 


1:1 li 

Two games in one! Novalogic go from strength to 
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JOYSTICK/THROHLE 

value for money 
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PUBLISHER ELECTRONIC ARTS DEVELOPER ELECTRONIC ARTS PRICE £34.99 RELEASE OUT NOW! WEB SITE www.easports.com PLAYERS ONE 



After the disappointment of FIFA Soccer Manager, 

Electronic Arts turn their attention to the Premier League, 
as they try to boot Championship Manager in to touch! 




I hree years after its release, 
Championship Manager 2 
1 still reigns as the leading 
football management simulation. 

It's a testament to the game's 
enduring qualities that it has 
remained in the top spot for so 
long. In a games environment that 
is continually evolving, no other 
game, bar Sid Meier's Civilization II, 
has stood the test of time so well 
over the last few years. Several 
games have tried to depose 
Championship Manager 2 from its 
coveted position, but only Ultimate 
Soccer Manager '98 can really claim 
to have come anywhere close to 
matching its accurate and 
comprehensive range of statistics, 
detailed match engine and 
engrossing gameplay. Electronic 


There’s a tot of statistics for 

players to absorb and drool oven 
most of which are fairly accurate 


Arts' last foray in to the world of 
football management sims, FIFA 
Soccer Manager, was certainly not 
capable of challenging Championship 
Manager 2. Having signed a deal 
with the English FA for the 
exclusive rights to the Premier 
League logo, artwork, kits and 
teams. Electronic Arts' latest 
attempt at deposing Championship 


Manager 2 fares a little better, but 
ultimately it still fails to equal the 
match-winning qualities of CM2. 

Coaching staff 

Having selected a team from the 92 
available to manage, players are 
thrust straight in to the cut-throat 
world of football management. In FA 
Premier League Manager this 


consists of two main facets: 
coaching and business. The coaching 
side to the game involves developing 
youth players, buying and selling 
players, refining team and individual 
player tactics and coaching. This side 
to the game works very well. There's 
a lot of statistics for players to 
absorb and drool over, most of which 
are fairly accurate. The Premiership 
statistics in particular are just about 
spot on. although as you descend the 
divisions, the accuracy of the team 
data and player stats becomes less 
accurate. The business side to the 



3D. OR NOT 3D? 

fter selecting the team, it’s out on to the pitch 
where the real action begins. FA Premier League 
Manager uses the World Cup ’98 match engine to good 
effect, and the games are actually enjoyable to watch. 
They are a tad slow, though, so a 2D top-down viewing 
option - which can also be sped up - has also been 
included. There is no option for instant results, though, 
so don’t expect to be finishing a season within a 
couple of hours - it will be a long haul. 


1 OTHER OPTIONS... I 

Championship Manager 97’98 
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FA Premier League Manager '991 



TAKE CHARGE OF ANY ONE OF THE 92 TEAMS IN THE ENGLISH FOOTBALL LEAGUE AND THEN LEAD 
THEM TO DOMESTIC AND EUROPEAN GLORY THROUGH ASTUTE MANAGEMENT 


THE FA PREMIER LEAGUE __ 

he FA Premier League was formed in 1992, with the teams from the old First 
UR Division making up its ranks. Through a lucrative deal with Sky Television, the 
league became one of the richest in the world and soon started attracting some of 
the biggest international stars. World class players such as Juninho, Eric Cantona, 
Dennis Bergkamp. Gianfranco Zola and Ruud Gullitt have all graced the Premier League 
and helped it achieve global recognition as one of the most exciting in the world. 

Since the leagues formation, only three teams have won the championship: 
Manchester United (four times). Blackburn Rovers and Arsenal. This season promises 
to be one of the most competitive yet, with Liverpool. Arsenal. Manchester United. 
Aston Villa. Newcastle and Chelsea all in with a chance of being crowned champions. 


game is less endearing, as 
negotiating with team sponsors, 
setting ticket prices and authorising 
ground developments belong in 
something like Sim City, not in a 
football game. This said, EA have 
done the decent thing and included a 
'virtual manager’ which can be set to 
run this mundane side to football. 

Setting ticket prices and authorising 
ground developments belong in something 
like Sim City, not in a football game 

matches have never been exploited 
to such an extent - and so 
successfully -ever before. 

Limited 

Despite the qualities of FA Premier 
League Manager '99, it's not without 
its flaws. One of the most immediately 
apparent drawbacks with the game is 
the fact that only clubs from 
England’s top four divisions are 
available to manage. Football is now a 


FA Premier Manager's most 
outstanding quality is its 3D match 
engine and tactical editor. The 
match engine has been borrowed 
from World Cup '98, and the 
matches look stunning. What's 
more impressive is that it not only 
looks good, it actually works! It’s 
possible to watch a game, spot 
weaknesses in the opposition, make 
changes and then see them 
implemented on the field. 3D 





truly global sport, and games players 
are demanding more choice from the 
plethora of new footy management 
games coming on to the market. Ubi 
Soft are duly obliging with their 
Football World Manager, which boasts 
something ridiculous like 30 different 
nation’s leagues. Championship 
Manager 3 \m\\\ also have 16 different 
leagues from all around the world. 

Another dent in FA Premier League 
Managers title aspirations is the fact 
that it only supports one player. There 
are no multiplayer options whatsoever - 
something that can only have a 
detrimental effect on the game’s 
overall appeal. Electronic Arts has 
always been good for its support of 
multiplayer gaming, but for some 
reason it has opted out of any 
multiplayer game for this title. This 
could well be because the games take 
so long to play that it would take an 
age to finish a full season with two or 



more players playing on the same 
machine. That said, they still could have 
implemented a network game similar to 
what we are going to see in CM3. 

Overall FA Premier League Manager 
'99 makes a fair stab at deposing 
Championship Manager (certainly a 
more competent effort than that 
made by FIFA Soccer Manager) and it’s 
amongst the best management games 
out there at the moment. However, 
when the delayed Championship 
Manager 3 f inaWy arrives, it’s going to 
boot this all over the park! Jon 


ULTIMATE 



A superb 3D match engine, fairly accurate team 
and player stats and a virtual manager option 




AGAINST 


niy tngiisn teams can be managed, there’s no 
ultiplayer options and the interface is clumsy 
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VERDICT 


One of the better football management 
games around at present, although CM3 
is going to kick it into touch! A 
multiplayer network game and more 
leagues would have added to the score 
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PUBLISHER GREMLIN DEVELOPER GREMLIN PRICE £39.99 RELEASE OUT NOW WEBSITE www.greniiininteractive.co.uk PLAYERS 1-4 


ACTUA TENNIS 


Strawberries and cream may no longer be on the menu, 

but Gremlin are serving up another helping of tennis action with 
the forthcoming release of their latest Actua title. 



n he Actua Sports range has 
been good for Gremlin. Its 
series of football and golf games have 
enjoyed considerable success on the 
PlayStation and PC, and as a result 
the company has decided to expand 
the range to encompass more of the 
nation's favourite sports. Well, sort of! 
Ice hockey and tennis may not be the 
most widely participated sports, but 


growing army of tennis fans around the 
world, something that is highlighted by 
the fact that the game features the 32 
top seeded players as characters to 
play as or against. This gives it a 
distinct advantage over the likes of 
Roland Garros '98 and Game, Net, 

Match, which only contain fictional 
characters. 

Actua Tennis has four main modes 



what it says, whilst the Tournament 
game follows a knockout format. 

The Career option is a series of 
tournaments strung together, with 
players performing for prize money 
and world ranking places. Players can 
take part in male or female singles 
and doubles matches, as well as 
mixed doubles games. 

Close to the net 

Out on the court, players have two basic 
shots: lob and forehand (or backhand). To pull off 
a shot players must first position themselves 
around the court and then time the shot as the 
ball flies over the net. Each shot can be directed 
by aiming left or right at the same time as they 
strike the ball, and weight can be added by 
pressing and holding the shot buttons for longer. 
Aiming shots is slightly awkward and it takes a 


bit of practice, but hitting the ball couldn't be 
easier. 

With three different difficulty 
settings there's plenty of challenge 
evident in the game, whilst the 
career mode is good for extended 
playing. That said, there's no doubt 
that this game is at its best when 
played with a friend. But then, 
aren't they all? Jon 



The game features the 

32 top seeded players as characters 
to play as or against 


both are increasing in popularity. 
Tennis, in particular, is increasingly 
hitting the headlines with the same 
regularity as Tim Henman and Greg 
Rusedski are hitting winning shots. 
Actua Tennis is aimed squarely at the 


of play: Quick Start, Single Match, 
Tournament and Career. The Quick 
Start option saves players from the 
task of selecting characters and 
venues and throws them straight 
into a match. Single Match is exactly 







Has the world's best players, like Agassi, Henman, 
Rusedski and Sampras to play as or against 


01392 420100 


Graphically nothing special, and controlling the 
ball often seems to be a hit and miss affair 


PI 00 


MEMORY 

16M6 

32MB 

HARD DRIVE 

100MB 

500MB 

GRAPHICS 

SVGA 

3D ACCELERATOR 

CONTROLS 


KEYS AND PAD 


Not one of the finer Actua titles, 
although there’s plenty of options to 
keep tennis fans entertained for a 
considerable time. Could have been 
more, but fun all the same 
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THE EPIC GAME OF EMPIRE BUILDING 


e the most influential member 


of the Roman Empire by expert 
“resource management” or by charming the 
Emperor for power and promotion. 


"^Tme sest God g>ime XVe ever seen... 

...P\TCRoSOF-r UiTU- M>iVE » rTGHTT ON -tmei:R ma^ds 

uiMEN Age op Empires XX appeaHs NE>rr yeah * 
ULmM/TTE 1^ 

N. 

.• V. . 

http://www.sierra-onIine.co.uk 


Minimum system requirements: Windows 95, Pentium 166, 16MB RAM, SVGA 
card, 4x CD ROM Drive, Windows compatible soundcard. (Supports 3DFX) 

For further information contact: Cendant Software UK, 2 Beacontree Plaza, 

r.ill.'tt/' R/'n«Uno U.'rlchirfj Pr."> ORC: ■ Ol Qin 1 1 


Impressions 
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1 PUBL1S^ER~ELECTR0NICART^^^^^^^ PRICE £39.99 RELEASE OUT NOW WEBSITE www.ea.com 






are bonus cars and tracks to aim for, 
but that's about your lot. 

However, compared to some other 
arcade racers, such as Motorhead and 
Screamer Rally, NFS III is far superior. 


At the end of the day, it’s not a 
spectacular game that forced me to 
play after work hours, but Need For 
Speed III is still quite challenging and 
fun enough. Simon 


NEED 


FOR SPEE D 111: 

Hot Pursuii 

There's been a tidal wave of racing games released 
over the past few months, but can the third Need 
for Speed instalment out-speed the rest? 


hey may all look nice, but it s a good idea to choose the car that is best for 
the track you’re about to race on. Now the game features a great ‘Car 
Compare' option, which puts two cars side by side. You can then select other 
vehicles and decide wNch one is the best for you. 

Of course, if you don't want to make an effort with the brake button, choose 
something with good handling. If you don't mind, choose a Lamborghini! 


IT’S NO USE PICKING A CAR THAT HANDLES TERRIBLY ON THE ROAD. THE CAR COMPARE OPTION 
ALLDW.S YOU lO-iRR... COMPARE CARS. S EE T HE ACCEliRATl O N. HANDLING. AN D MORE BESIDES 


SEVERAL DIFFERENT GAME MODES ARE ON OFFER; ONE PUTS YOU IN A POLICE CAR CHASING SPEEDING 
DRIVERS. AND YOU CAN ALSO BE CHASED YOURSELF - IT’S THE DUKES OF HAZARD ALL OVER AGAIN! 


they will handle 
differently. This is especially true 
of the Lamborghini models; they're 
very difficult to handle, but the top 
speed beats everything else. 

The tracks have come in for some 
major enhancement and are a lot 
more enjoyable to ride around, with 
various alternative routes allowing 
you to make up time should you find 
yourself trailing. However, with so 
many little short-cuts on some 
tracks, you may find yourself 
venturing into an area which initially 
seems like a short cut, but actually 
isn’t. And more often than not. 
hitting a dead-end means last 
position for certain. 


Nee-naa! Nee-naa! 

The 'Hot Pursuit' sub-title for NFS III 
relates to one of the game’s modes. 

As well as Single race, where you can 
pick any of the cars and tracks plus 
Tournament and Knockout 
competitions, the 'Hot Pursuit' mode 
gives you the opportunity to either 
drive a police car and chase the 
criminals, or turn the tables and be 
chased. It’s not exactly brilliant fun. but 
it does adds variety - something which 
the past two games didn’t really offer. 

Not everything is great with NFS 
III though. Despite the better tracks, 
graphics and cars, this still remains 
an arcade racing game which after a 
few hours of play could have you 
bored out of your mind. Sure, there 


I have to say that I loved 
the first Need for Speed, 

I especially on the 3D0. It 
wasn’t really an arcade racer, nor a 
dead realistic simulation - it fitted 
comfortably in the middle ranks of 
speed sims. When the sequel came 
along it was considerably different 
- the cars were cartoony and an 
arcade feel was offered (not 
something which fans of the 
original really wanted). This third 
version has had no major face-lifts, 
but you’ll be glad to know that the 
graphics have taken a big step 
forward (providing a 3D accelerator 
is being used, that is). 

A new range of dream cars can 
now be driven by the player, ranging 
from various Ferrari models (355 FI 
Spider being one of them) through 
to the Aston Martin DB7, Mercedes 
SL600. Lamborghini Countach, 

Diablo and many, many more. 
Depending on which one you drive. 


ILTIMATE 


01392 420100 


OnilHHHH 

PROCESSOR 

MEMORY 

PU6 

16MB 

P200 

64MB 


Neat graphics, good speed sensation, spit- 
screen two player mode, fair variety of cars 

Although a big change from NFS, NFS III 
will be a worthwhile buy, thanks to a nice 


HARD DRIVE 

85MB 

270MB 

variety of tracks, cars and some stunning 

Poor sounds, initially too difficult, and annoying 

GRAPHICS 

SVGA 

3DFX 

visuals. Those who expected a repeat of 

for fans who liked the more realistic original 

CONTROLS 

KEYS, PAD AND WHEEL 

the original will surely be disappointed 
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PUBLISHER THQ 


DEVELOPER IN-HOUSE 


PRICE £19.99 


RELEASE OUT NOW 


__ Brunswick BqwBmI 

WEB SITE www.thq.com PLAYERS 1-32 






We’ve had sims of everything on the PC, including cities, planes, battles, 
theme parks and space shuttles. Now we have... tenpin bowling? 



n he genre of tenpin bowling 
sims on the PC is pretty 
small - almost non-existent 
- and it could well be because such 
sims are, to put it bluntly, crap. THQ 
claim that their new attempt. 
Brunswick Circuit Pro Bowling, will 
change all this. 

Using nine real-life tournaments, 
thirteen actual Brunswick pros and 
an advanced 3D physics engine, this 
sim (on paper at least) sounds pretty 
impressive, but how it plays is 
another matter altogether. With a 
simple control system where you 
place your feet, aim and add the 
required spin, the game can get 
pretty repetitive. Once you've 


managed a strike you can repeat the 
same technique for every bowl and, 
barring a few hiccups, easily reach 
200+ scores every game. This might 
not be as bad as it sounds, except 
that each bowling lane (in such 
places as Munich, Seoul. Japan and, 
of course, America) looks like exactly 
the same design with a different 
paint job. making this game 
incredibly boring. To make matters 
worse, the first three rounds of each 
of the nine tournaments are 
qualifiers where you play on your 
lonesome. If you make the top 
fifteen in each of these then you can 
play in the knock-out stages. But, 
sadly, they aren’t any more exciting. 


strike one, strike two. 
strike three... 

I've always liked a bit of tenpin 
bowling, and tried to ignore my 
feelings of dread about this game 
when I installed it. Sadly, though. 


it’s just that bowling isn't my first 
choice for a PC sports sim. It's good 
fun in real life because of the social 
aspect and the atmosphere, but on a 
computer screen in your bedroom it 
simply isn't the same thing. THQ 


This sim (on paper at least) sounds 
pretty impressive, but how it plays is 
another matter altogether 


this is exactly what I expected from 
a tenpin bowling sim. In a few words; 
highly repetitive gameplay and 
simplistic controls. The one high 
point of this game is the graphics, 
which although rather blocky, move 
quite well, with a good bowling action 
on the players - you can even design 
your own bowler and make some 
truly repulsive-looking people. It's 
pity, though, that this design facility 
is fun for about five minutes before 
it gets a little boring. 

Although this review so far has 
sounded like a bit of a hatchet job, I 
don't completely hate this game - 


would argue that the option for up 
to 32 players over a network 
counters this, but then the 
gameplay will still be the same. 

Pro Bowl features several game 
options, such as a skins game 
(similar to the golf game) and 
exhibition matches - including one 
in a florescent bowling alley - but, 
sadly, these don't make the game 
any more interesting. To be 
honest, I really can't recommend 
this game for anyone to buy - 
even at £20. The money would 
definitely be better spent on the 
real thing instead. Chris 




FOR... 


Nice graphics, and it's easy to pick up and 
play for five minutes 


AGAINST... 


The gameplay is too repetitive to keep your 
interest for long periods of time 


PROCESSOR 

PI 33 

mium 

P166 

MEMORY 

16MB 

32MB 

HARD DRIVE 

4X 

4X+ 

GRAPHICS 

DIRECTX 5.0 

3DFX 

CONTROLS 


KEYS AND PAD 


VERDICT 


If you are a bowling fanatic and have 
been jumping for joy at the thought of 
playing this sim, then by all means buy 
it. Everyone else should just play the 
real thing with their mates 
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PUBLISHER SOFTWARE 2108 DEVELOPER POSTLIHEAR PRICE £34.99 RELEASE OUT HOW WEBSITE www.so(tv»art2000.de.cciin 



At last, we’ve got the chance to be a 
manager of a racing team. But with no 
decent licences, it’s not very pro... 




ere’s the scene: You're at 
Silverstone, watching the 
fantastically fast Formula One 
vehicles racing around the track. But 
you're not watching from the over¬ 
priced stands. Instead you are in the pit 
lane overseeing the fitting out of a car 
- your car. Why? Because you are the 
manager of one of the teams, and it's 
your job to make sure everything runs 
(or rather drives) as smoothly and as 
quickly as possible. This, ladies and 
gentlemen, is FI Manager. 

Lots to see 

It's not every day that you see a 
game quite like this one. An office. 


and all the paper work that goes 
with it. is at your fingertips via a 
mouse cursor and a few hassles. 

The idea behind FI Manger itself 
is not that bad and is certainly 
original: you get the opportunity to 
arrange the sponsorships for the 
team, design its cars, hire and fire 
lazy mechanics, arrange loans with 
the bank, build workshops and. of 
course, negotiate contracts with the 
drivers themselves. But things don't 
always go according to plan. 

When in the tactics room, you 
can choose various tyres to be 
fitted to the car (which obviously 
depend on the weather), change the 




OKAY. THERE IS A LOT OF DETAIL WITHIN THE GAME, BUT IT IS DIFFICULT TO KNOW EXACTLY WHAT, IF 
ANYTHING. YOUR ALTERATIONS DO ON THE TRACK. THIS IS PARTLY DUE TO THE POOR RACE GRAPHICS 



suspension, or even change the 
ratio of fuel/air going through the 
car at any given moment. As you do 
this, a small image of the car on the 
track will change and illustrate the 
effects which your intuitive (at 
best) meddling has brought about. 
Which is nice. 

Easier said than done 

The complexity of racing science is 
quite accurately presented in the 
game, but that can be annoying as 
well as productive. There is so much 
to take care of and you can easily 
miss something out which then 
leaves you wondering why you 
haven't been able to start the race. 
And even when you have done 


everything, you still might not be 
able to begin the race. The reason for 
this is that there is a date-time clock 
in the corner, and therefore you can't 
race until it's the right day. D'ohl! 

A bit shoddy 

The overall look of the game is 
quite primitive. The graphics of the 
workshops and offices are nothing 
more than simple cartoons 
reminiscent of 8-Bit machines 
from the late 80s which, I might 
mention, aren't even animated - 
just stills. To make up for this 
though, you do get to see the race 
in action. The pictures for this are 
much better and are more digitised. 
But still, the close-ups of the cars 
speeding around the corners are 
very distorted. 

If, like me, you don't even 
understand basic physics at the 
best of times - never mind when 
travelling at over 120 mph on a race 
track - you might find this game 
rather difficult. However, if you 
have a diploma in high speed 
braking procedures, I suggest that 
you give it a whirl! Kev 









iSmm 













Something which hasn’t really been done before and 
it’s tailor-made made for hard-core racing fans 


Poor graphics and gameplay don’t do 
FT Manager any favours 



^miu 


PROCESSOR 

P166 

P300 

MEMORY 

16MB 

32MB 

HARD DRIVE 

132MB 

250MB 

GRAPHICS 

SVGA or3DFX 

3DFX 


CONTROLS 


MOUSE 


There's no doubting that FT Manager is a 
very original concept for a game and 
Postlinear should be commended for 
trying something like this, but when push 
comes to shove it doesn't really work 
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___ Israeli Air Force 

PUBLISHER ELECTRONIC ARTS DEVELOPER JANE’S PRICE £34.99 RELEASE OUT NOW WEB SITE www.ea.com PLAYERS 1 + 



Forget one plane flying games - now you can shoot down enemy scum 

in one of seven aircraft from the Israeli Air Force... 




collection of game modes, from ones 
allowing you to jump directly into a 
random mission to others with long¬ 
term objectives. 

Of course, no flight sim would be 
complete without those vital training 
missions, and the ones created for 
Israeli Air Force are incredibly 
impressive, covering every aspect of 



used stereoscopic satellite data in 
its creation, enabling players to fly 
above photo-realistic real-life 
textures. Admittedly, I didn’t really 
take all of it in as I undertook a high 
speed chase through the valleys, but 
it’s certainly noticeable when you 
aren’t involved in death defying 
manoeuvres. And what’s more, it’s a 




why not create a simulation featuring 


here most development 
studios opt to create flight 
simulations allowing you to 
fly just one aircraft or lots of 
different planes from one era, Jane’s 
came up with an new idea - why not 
create a simulation featuring planes 
from an entire air force? So they 
have. Why they decided to opt for 
the Israeli Air Force I have no idea... 
but who cares... 


* different 

What we have here is not a flight sim 
which breaks the boundaries in terms 
or realism or presentation, but one 
which stands out from the rest 
through its use of an original concept, 
i.e. the idea to concentrate solely on one 
specific air force and its various craft. 

As with most of Jane’s sims, the 
game’s front end is very well 
presented, playing host to a stunning 


each of the seven flying machines you 
could imagine. Clear instructions on 
the buttons and their uses are 
progressively provided as you attempt 
to land, take-off, shoot down an enemy 
aircraft, ground target - whatever! 

Something else that Jane’s have 
worked really hard on is making the 
terrain as realistic as possible. They 


lot more impressive than other 
sims, which most of the time look 
more like pizza toppings than 
anything else. 

On the whole a very fun game to 
play. Not as incredibly realistic as 
something like Total Air War, nor as 
basic as Jetfighter Full Burn. Almost 
perfectly situated in the middle. Simon 



ISRAELI AIR FORCE MAY NOT BE A TOUR OE FORCE IN THE GRAPHICS OEPARTMENT. BUT IT PLAYS 
REASONABLY WELL AND THERE’S NO SHORTAGE OF OPTIONS FOR THE DEMANDING FLIGHT SIM FAN 



Concentrating on a single force was a brilliant 
idea. The training missions are fantastic 

iiimiiiM 

Nothing ground-breaking in terms of options and 
visuals. More or less the same as the rest 



— im — 


PROCESSOR 

P233 

P266 

MEMORY 

32MB 

64MB 

HARD DRIVE 

251MB 

635MB 

GRAPHICS 

SVGA 

3D ACCEL 


KEYS. STICK. PAD 


VERDICT 


There’s no shortage of flight sims at 
present, but Israeli Air Force carves 
a niche for itself by offering pilots 
the chance to fly seven different 
fighter planes 
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PUBLISHER UBISOFT DEVELOPER KALISTO PRICE £34.99 RELEASE DECEMBER WEB SITE www.kalisto.com PLAYERS ONE 




The film was a bit of a flop on all counts. 

It tried to be a nineties Blade Runner but was far too mainstream for that level 
of credibility and had some really tacky elements that blew its cool. 

Unfortunately, the game seems to be of the same quality. 
Nothing superhuman about it any rate... 


s film licences go, this is a 
weak attempt to capitalise 
on the semi-successful film 
The Fifth Element. Okay, you’ve got 
Bruce Willis, who was bound to give 
the film some extra clout - an ideal 
Duke Nukem for a beat-’em-up 
adventure. But from then on in the 
game looks like a bit of a loser. 

Right from the beginning, you soon 



realise the minimal amount of time and 
effort that has gone into this new 
game. It’s not surprising that Activision 
decided only to publish the PlayStation 
version, leaving the joy of a PC port to 
UbiSoft. The introduction scenes are 
ripped directly from the film, so no 
extra time was spent on that, and the 
graphics in the game are just so far 
from what we are used to from games 
today. Even in 3DFX mode the draw is 
dreadful, fogging bad and collision 
detection blind. This not only causes 
problems with gamers actually getting 
into the game, but also when in combat 
- especially when at least 80% of the 
game is fighting. The camera is not as 
fixed as it should be for a fighting game, 
so that makes things a bit difficult too. 


I need Leeloo 

Luckily Kalisto have made things a 
bit more interesting by adding 
Leeloo as well as Korben as playable 
characters in the game. For a change 
you don’t always have the choice 
between the two characters, and the 
decision is usually made for you. For 
example, in the first mission you play 
Korben, and then the next mission 
you play Leeloo. The trouble is there 
doesn’t seem to be any connection 
between the two missions. The 
caption comes up saying Korben has 
been captured by the police, but 
there was nothing to lead you on to 
that from the end of the last 
mission. So. as Leeloo, you must 
rescue him - very odd! But at least 



FILM LINKS 


I ou will meet most of the main characters from the film, like Cornelius 
I and the Zorg. and get to visit Fhloston Paradise and an Egyptian Temple. 
The missions follow the film's plot pretty closely, with all the events such as 
the Bomb Alert and Leeloo’s hijacking in there. So if you have seen the film 
you’re obviously at a major advantage. In some ways this makes the game 
better, knowing that you will visit all the locations and see the cool weapons 
from the flick. However, some gamers would. I'm sure, like to have seen a more 
interesting plot, something that maybe followed on. at least. After all, the Men 
In Black game did something a bit different with the licence. 

































































The Fifth Element I 



there are the two characters, each 
with their own specific moves (partly 
because Leeloo doesn’t use weapons 
other than grenades). Somehow she 
is supposed to be the ultimate 
warrior, but, to be honest, Korben 
seems to do about the same damage 
as her. so a bit of unequal weighting 
would have been worthwhile. 

Blade Running 
into trouble 

Once you start actually playing the 
game you soon notice the difference in 
graphic quality between the film and 
the game. Blade Runner was actually a 
pretty good rendition of the film, so 
Westwood must have been pleased 
about that. Unfortunately, if the 
graphics don't look spectacular, then 
the kids that buy the game soon 


become disappointed with it. These 
days they have a lot of expectations 
and want to relive the film experience 
totally, and as with Starship Troopers 
from Microprose, in The Fifth Element 
they are likely to be let-down. 


As you run about exploring the 
futuristic urban cityscape, you 
come across a number of 
opponents, fat policemen and the 
like, which require a bit of a 
beating. Your health bar soon goes 
down if you can't string a few 
moves together or shoot on target. 
Throughout the levels there are 
loads of secrets hidden behind 


boxes, power-ups. shields and 
health packs. There is very little 
new, however, in the way these 
objects are used. It is all pretty 
much your Tomb Raider-sty\e game 
with a limp Fifth Element 


backdrop. You do have to operate 
machinery on occasions to help 
solve problems, especially 
computers and certain objects, 
which will only work with the 
correct machinery. The rest of the 
game is spent travelling around 
trying to find the elements to 
defeat the ultimate evil that 
threatens to engulf the Earth. 


So what you have here is a 
second-rate game for a film that 
could have been much more 
interesting. Dodgy graphics and very 
predictable gameplay make this a 
real eye-closer. Buy this only if you 
really have to. otherwise hold out 
for Tomb Raider III or Heretic II, as 
they will be far superior. David 


1 OTHER OPTIONS... 

Nightmare Creatures 

UPC 11 - 86% An affordable and quite cool take on the 
whole Tomb Raider thang. Better graphics and general use 

NOW 

of accelerator cards and responsive gameplay. 

75% 

Tomb Raider II 

UPC 4- 94% It still looks much better than what 
is being offered up here. More interesting locations 

NOW 

and better overall design make this a winner. 

88% 

Die By The Sword 

UPC 7 - 87% Control method made it very hard to 
get the hang of. meaning we no longer bother to pick it 

NOW 

up. The graphics are looking a bit faded as well 

65% 


Once you start actually playing, you 
soon notice the difference in graphic 
quality between the film and the game 



“COMg OFF IT THERE’S NO TIME FOR JANE FONDA WORKOUTS NOW, WE HAVE TO GO AND COMPLETE A LITTLE PUZZLE TO SAVE THE WORLD FROM MASS DESTRUCTION." “BUT I NEED A MAN TO HELP PRE FERABLY IN A BUIE BUBBLE: 


ULTIMATE 


01392 420100 
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Fancy video sequences ripped direct from the 

PROCESSOR 

PI 66 

P200 

A very disappointing attempt to 

film and Leeloo's special move 

MEMORY 

16MB 

32MB 

capitalise on a rather lame scMi film. 


HARD DRIVE 

50MB 

250MB 

In a genre with so many quality titles 

Dodgy graphics, repetitive gameplay and poor 

GRAPHICS 

SVGA or 30FX 

SDFX/POWERVR 

there’s not much about this to 

general appearance 

CONTROLS 


KEYS AND MOUSE 

recommend it over anything else 
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PUBLISHER TAKE 2 DEVELOPER UTOPIA TECHNOLOGIES INC. PRICE £35.99 RELEASE DECEMBER 98 WEB SITE www.take2europe.com PLAYERS ONE 



the best has been given a 90s remake. 




really don’t know how to 
I describe this game. It's 
I played in the first-person 
perspective, yet involves platform 
action worthy of the classic 8-bit 
games we all remember so fondly, not 
least its predecessor Montezuma's 
Revenge (which is also included in its 
original form with this game). 

Basically you have to work your 
way around huge Aztec temples 
avoiding the pygmies, giant animals 
and various other denizens, while at 
the same time trying to find valuable 
jewels. The gameplay is total 
simplicity, but as for the game itself, 
that's another matter: this is tough. 
Using controls familiar to anyone 
who’s played Quake II, Unreal and the 
like, Montezuma's Return seems 
deceptively simple until you get past 
the first of eight levels. Then it 
suddenly gets maddeningly difficult. 
The jumps from platform to platform 
have to be timed to perfection, 
otherwise you’ll be up to your neck in 
boiling lava or plummet to your death 



THE TRADITIONAL PLATFORMER GETS YET ANOTHER MAKE-OVER IN MOHTEZUMAS RETURH 


Sticks and stones 

While the gameplay had me reminiscing 
about the good old days and the humour 
is top whack. I did have a few problems 


The comedy deaths are the best 

part of Montezuma’s Return 


down a bottomless pit. The comedy 
deaths are the best part of 
Montezuma’s Return, with their 
humorous little videos showing the 
hero getting beaten up by the bad 
guys. Several times I got strange 
looks from other people as I laughed 
out loud, which is something I 
haven’t done in front of a computer 
game for ages. 


with the control method, especially the 
fighting. The only attacking options 
available to you are simple kick and punch 
options, which is not only a bit limited, 
but can seriously damage your health. 
Your enemies often seem to be much 
more successful at fighting, and in a 
straight stand up fight you’ll often end 
up watching the videos I mentioned 
above. Luckily, you sometimes have the 


option of running away. But when you’re 
locked in a room with something, you 
won’t be so lucky. A few ranged weapons 
like pistols or bow and arrows would have 
been really useful, but then perhaps the 
programmers wanted to avoid turning 
the game into another Doom-style romp. 

Although Montezuma's Return can 
be intensely annoying at times, I still 
found myself trying another go. and 
luckily, once you’re past the first level, 
you can pick and choose which of the 
later levels you want to attempt. This 
was a blessed relief for me, because at 
times I got myself stuck and the option 
of trying another level kept me playing. 
Just as I don’t know how to describe 
this game, I don’t really know what to 



think off it... (decisive aren’t I?) 
Although I like it and it’s certainly not a 
bad game, I realise you might end up 
forking out large chunks of your hard- 
earned cash for this, and I’m not sure 
it’s really worth E35-40. All I can say is 
it’s based on an old 8-bit game, it 
certainly plays like one, and bearing in 
mind that there are only eight levels, it 
might not last that long. Chris 



Great playability and addictive platform action 
that takes you back to the old days 


At times it can get really annoying, and the 
controls for fighting are too simplistic 
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CONTROLS 
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Montezuma s Return is enjoyable, but 
infuriating. The humour in the game 
rescues it from obscurity and is some of 
the best I’ve seen in ages. Perhaps a little 
too simplistic for today's tastes, though 
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I ExMnsion: Previews & Reviews ! 



Lots of new stuff this month. With plenty of expansion packs coming out 

in the run up to Christmas, it looks like most developers want to give you 
more of your favourite games. After all, it makes life easier for themi 



DIE BY ' 

THE SWORD 

We have heard that an add-on 
will soon be released for Die By 
The Sword. Treyarch have been 
busy working on the title, that 
may well update as well as add 
to the original game as regards 
new levels - and possibly new 
monsters as well. Even though 
the original game was far from 
being the new Tomb Raider, it 
did have a wicked sword play 
action, so we look forward to 
wielding it again soon. 



On another tangent, we can inform 
fans of the Descent series [Conflict: 
Freespace is known as Descent: 
Freespace in the USA) that Descent 3 
is also well on its way to becoming a 
finished game. Outrage Entertainment 
(also an affiliate of Parallax Software) 
are working on the title for Interplay, 
although we don’t expect to see any 
playable code until well into next year. 
Pigs in spaaaaaaaaaace! ■ 


CONFLICT: FREESPACE ADD-ON 


I nterplay Productions have 
announced that an expansion 
I disk for their top-selling space 
combat sim title. Conflict: Freespace - The 
Great War, is currently in development. 
Anticipated to be available before 
Christmas, the mission pack is being 
developed by original Freespace 
creator Volition Inc., an affiliate 
of Parallax Software. 

Conflict: Freespace - 
Silent Threat will be 
available for computers 
with full installation of the original 
Freespace game. The new title will revolve 
around an all-new campaign, featuring 
four new ships primed and ready to take 
on the outermost reaches of the galaxy 
and a host of new and exciting weapons 
to fend off the opposition. 




The new addition to the game will 
also provide a Freespace Mission 
Editor. Silent Threat will include 40 
missions of intense deep space 
combat, but we are unsure at the 

moment where the silent 
threat comes from. 
Who knows, maybe 
from within? 



TIGER WDDDS 

VALUE FOR MONEY 

L. 


NEW 

FEATURES 

l: 


EXTENOED GAMEPLAY 
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TIGER WDDDS ‘99: TDURNAMENT CDURSES 


ELECTRONIC ARTS - £19.99 



I t's not often we get the review 
code and the expansion pack 
I for the same title in the same 
issue, but. hey. we love change. 

This move by the mighty Electronic 
Arts is mindless exploitation if ever we 
saw it. If they have already made the 
courses and finished them in the same 


time it took to make the first game, 
then it should have really gone in the 
main version. A lot of the older golf 
games we have reviewed have had more 
courses than these two put together. 
This pack offers three new 'Tournament 
Courses' but nothing else - no patches 
or extra golfers, nothing else to tempt a 


buyer. It is unfortunate, as Tiger Woods 
is actually a pretty top title; detailed, 
fun and quite a lot like golf, even though 
it doesn’t bother with that mouse-swing 
malarkey. We played through these new 
courses and did the tournament bit. but 
we reckon people will be disappointed for 
this amount of money. ■ 



WELL. THE NEW BOURSES HAVE GIVEN US A LDAP MORE HOURS WORTH QF PLAYING. BUT THAT’S ALL YOU GET WITH THIS PACK. IT’S NOT WORTH GETTING QN FDR £20 
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QUAKE II: MISSION PACK II: GROUND 




Widow's Lair. Each is well designed and 
huge, although there is nothing really 
that different or particularly special 
about them - especially the warehouse 
level, which looks like they have just 
dumped loads of crates in there and 
forgotten the rest. 

Rogue Entertainment have managed 
to create quite a few new features, both 
for the multiplayer mode and the single 
player missions. The most interesting are 
the three 'spheres’ that float above the 
player’s head and help out where needed. 
The Defender. Vengeance and Hunter 
spheres have different jobs, and each 
adds a considerable challenge to 
players in Deathmatch mode. The 
fourteen new levels for 
multiplayer offer a range of map 
sizes (the biggest being Fall 
From Grace) and styles, especially 
the platform-orientated space map 
called Razor's Edge. With the extra 
weapons and a new game 'Tag' 
loosely based on kiss chase, the 
game is much more advanced. 


What’s new pussycat? 

Your buddies are trapped in orbit around 
the planet Stroggos. Held by a magnetic 
force, they are under heavy attack from 
Strogg fighters. As you crash land into 
the planet, you are given the 
orders to track down the 
Tectonic Stabiliser in the 
Thaelite Mines. That’s how the 
game begins, and the rest is 
split over five 'units', separated 
into a number of levels. The five 
units are Tectonic Stabilizer. Base 
Complex. Research Hangers, 

Munitions Installation and 


t last, we have received the final 
instalment in the Quake II saga. 
This is what we have been 
waiting for: much more in the way of new 
features for both multiplay and single play, 
with plenty of new weapons to give the 
game a new lease of life. This new pack 
includes all the paths, bug fixes and on-line 
upgrades from the last year, upgrading the 
game to version 3.19. 


m ADD-ON HAS BffN A BIG OFFICE HIT AND IS ALREADY SELLING WELL IN THE SHOPS - BETTER THAN THE LAST QML 


Expansion: Previews & Reviews | 



Weapons 

New weapons to add to your already well 
equipped arsenal include the Chainfist. 
which is basically a menacing chainsaw 
that cuts through the enemy with ease. 
The new RTF rifle is nothing that 
special, but better than the pee-shooter 
you begin with. The most impressive has 
to be the near-invincible Plasma Beam. 
This weapon is not too dissimilar to the 
Flash Cannon in Battlezone. Also harking 
back to the Battlezone times are the 
Telsa Mines that emits electricity to 
nearby beings. Finally, you have the Prox 
Launcher, which fires mines that stick 
to walls and suchlike - ideal for setting 
traps. Other goodies include the Infra¬ 
red goggles and the Anti-matter bomb. 

Enemies 

So what can you fire these weapons at? 
Well, the monsters generally still moonwalk 
a bit and the Al hasn't been improved on 
the existing monster, but the new aliens 
act a little differently. The bio-mechanical 
beast, the Stalker, hangs about on roofs 
waiting for unsuspecting passers-by and 
the Medic Commanders are often seen 
'giving birth' to a number of other 
monsters, which is rather entertaining. 

The bosses, though, make the difference - 
especially the big muma, who changes into 
a four-legged super-bitch spider-thing. 

So overall this pack provide much more 
of everything than the first pack and is 
nearly a whole new game. The single player 
missions could have been a bit more exciting, 
but the multiplayer confirms Quake II as the 
best deathmatch title available. ■ 
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Multimedia. 
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A whole bunch of exciting new titles to get your head around this month, 

along with a few things to help your computer life, 
including the Y2000 Healer and Contacts Wizard from AND Publishers. 





AND CONTACTS WIZARD 


AND £19.99 01865 200877 



he days of filofaxes seem to 
be over. Nobody seemed to 
have big enough pockets to 


hold them, plus they were always 
associated with corporate try-hards 
and other business bods. 

This new product seems to be an 
ideal title for compiling contacts, as 


..-(MS'? 


?. 
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FLIOFAXES ARE DEAD AND BURIED. 
HERE'S WHAT’S REPLACED THEM 
ACCORDING TO AND PUBLISHING 


VERDICT 
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street j 


TTf^ 
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long as you don't need them when you 
are out and about (unless you have a 
laptop, of course). There are a few 
things added to this that don’t really 
seem necessary and may have been 
put in just to brighten it up somewhat. 
The map. for example, may help to 
guide you to where your business 
associates reside, but other than that 
it's a bit of a space filler. 

There are a couple of templates to 
choose from; business or personal - 
we always like to keep pleasure 
separate from business, so that’s cool. 
Along with all the boring old details 
like phone numbers, this CD-Rom also 
provide a few useful tools; Auto Dial. 
Fax Generator and Postcode Finder 
make this a handy thing to have lying 
on your desktop, even if the icon 
choice is rather limited. 

Not much more to say about it 
really. However, you may need to take a 
week off work to find the time to fill in 
all the details. ■ 


Y2000 RTC 
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PRECISE PUBLISHING £4999 0181 566 7017 
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I f there was ever a product 
that had a limited shelf life and 
I potentially a limited use. it 
would be this; Y2000 RTC. If the end of 
the world really does happens in the 
year 2000, then what's the point in 
living!? You can probably guarantee a 
whole bunch of religious suicides around 
that time, but will your computer drive 
you to similar lengths as the clock ticks 
over on New Year's Eve next year? 

Well for some of us. yes. In less than 
500 hundred days, many computers are 
suppose to go a bit screwy just because 
some designer didn't allow for the extra 
two digits for the year 2000. We reckon 
nothing that drastic will happen to the 
average PC - it will be no different to 
changing your date on your computer any 
other time, but we’re not too sure (so no 
letters please!). If anything it is more likely 
to effect banks and business that rely on 
accurate dating to keep everything afloat. 
If. however, you are concerned by this 
pending problem, then Y2000 RTC could be 


just the program to ease your mind. 

Precise Publishing say this is the only 
product that can sort out your computer’s 
Real Time Clock directly. Apparently this 
rather expensive CD-Rom - oti .. hang on. 
it’s just a couple of easy to corrupt floppies, 
(hmmm) tests and fixes the 
RTC. test and fixes the BIOS 
(Basic Input Output System), 
test and fixes the system 
clock, tests for leap year 2000 
and non-leap year 2001, and 
tests date rollover with the 
PC on and off 

Well, let's see the state 
of the UPC computers. Okay, 
well the process was simple 
enough - as the box says, it 
only took about five minutes 
- but now our computers 
are Y2000 compliant. The 
only problem was the fact 
that you would not have 
been able to keep the 
computer on during the 
rollover period, and. to be 
honest. I'm sure even us, the 


most hard-core of gamers, won't be 
indoors behind a PC when we move into 
the next millennium! 

Buy this if you think you need to. 
otherwise save up and buy a new 
computer in two years time. ■ 




The Complete PC Harduiare Diagnostics and 
PiK for the millennium Buq 
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OSCAR THE BALLOONIST DISCOVERS 


THE FARM 


at what this new adventure has to 
offer our younger readers. 

Well, just like in his visit to the 
forest. Oscar finds lots of interesting 
topics, again rotating around the four 
seasons of the year. With his freaky 
living toy box Carmela in tow. his 
balloon has landed smack bang in the 
middle of a farmyard. The elaborately- 
named animal researcher. Balthazar, is 
there to greet him. although we don’t 
rate his choice of accommodation - 
manure not being the most pleasant 
of substances to line your roof with. 
Anyway, this researcher helps Oscar 
to investigate all the food stuffs 
around the farm, discovering what 
animals produce what products i.e. 
cows for milk and lovely jumping lambs 
for slabs of meat! The seasonal aspect 
comes to life when Oscar finds out 


about harvesting in autumn and 
sowing seeds in spring. It’s all good 
fun. and you don’t have to don wellies 
and get muddy either. 

Users can visit the barn, the 
meadow and vegetable patch, and all 
the cheery little characters that live 
there. At certain stages things do 
get quite in-depth, like how cows 
actually digest the grass and turn it 
into milk, let alone the little games 
Carmela throws at you In each 
location. The graphics are a little less 
painterly this i 
time around. ^ 
being much 
more jovial, 
and there does seem 
to be more interesting 
things on the farm than , 
in the forest. ■ V 


THE BALLOON MAN HAS RETURNED FOR 
ANOTHER ADVENTURE. THIS TIME HE'S 
DOWN ON THE FARM MUCKING IN 


TIVOLA £24.99 0181 255 2442 


his. the second of our 
reviews of the Oscar the 
Balloonist CD-Rom series. 

takes a look 


VERDICT 



COMING SOON= LEGO CREATOR. CHESS AND L O CO 


EGO has always been at the forefront of child activities and learning - it’s those little bricks that help 
kids learn how to realise their dreams and create new and exciting things to play with. Now that 
household computers are advanced enough to render realistic graphics, the time has come for LEGO to 
advance into the next millennium. 

LEGO Multimedia are currently working on a whole range of new CD-Roms to appeal to a wide 
scope of kids interests. LEGO Creator. LEGO Chess and LEGO Loco are the main titles we can 
expect before Christmas. LEGO Creator allows children near-enough unlimited 3D building 
using all the recognisable building materials and models we know and love. The LEGO 
Loco title, as you can imagine, lets children build a railway on their desktop, with 
sidings, good sheds, the lot. 

We should be receiving reviewable copies in time for our Christmas issue, so you may 
as well put them on your list to Santa. 










































PENULTIMATE 

As is to be expected, the Wm95.CIH virus has dominated the letters pages this month - 

no single issue has invoked such a massive response. Obviously we can’t print 
all the letters we have received, but here is a small selection... 


Kllh 


I hat kind of people create viruses that can cause 
so nnuch trouble and strife to so many people around 
the world? What does it gain anyone to screw up 
people’s machines? I just can’t figure out why anyone 
would want to spend so much time and effort making 
people’s lives a misery. Can anyone else understand it? 
Penny Porter 
East Sterling 


must complain bitterly about the recent episode 
which resulted in the WinSB.CIH virus infecting the CD 
given away with Issue 14 of your magazine. I bought the 
magazine for the Caesar III demo, which I was extremely 
eager to play after reading your preview. However, your 
CD infected my machine with this filthy virus and it took 
ages to remove it! I trust this will not happen again... 
Steve 
Via email 


^3 he recent Win95.CIH plague just goes to show 
how potentially damaging the Internet can be. It only 
takes one sick individual to put something like that 
on the Net, and before you know it hundreds - even 
thousands - are infected. The worrying thing is that 
there’s very little that can be done about it! 

Jack Steven 
Norwich 


El would like to say thank you for your help and 
assistance once I realised I had bought Issue 14 of the 
magazine and infected my machine with the virus on the 
CD. Although there shouldn’t have been a virus on the CD 
to start with, your response in setting up a hot-line 
made solving the problem a lot easier. I phoned the hot¬ 
line and was sent a disk which contained a virus killer. 
Gary Painter 
Cardiff 


Reviews Index 

Kiflongratulations on a great year. I like your new 
look, which I imagine will only get better. 

Now that you have a year under your belt, how about 
an index in each magazine showing which games you 
have reviewed and which magazines they are in? This 
would save me, and I am sure others, time in searching 
through your magazines trying to find the review for a 
game that has just been released at a budget price. 
Yours sincerely, 

Gordon Crosson 

Although we've not got any plans to introduce a 
reviews index to the magazine, we are planning to 
include such a feature on the CD. Over the next 
couple of months we shall be redesigning the CD 
to include the likes of a reviews index, a cheats 
database and a patches directory. Of course, there 
will also be the usual collection of playable demos. 


Add-on 


air miles to 


your collection 


£19i95rrp 


Now you can fly the plane that carried President J F 
Kennedy on his final trip to Dallas In this realistic flight 
simulation. Complete with cockpit conversations, radio 
transmissions and airport scenery for night and day. 

Your mission as the captain of Air Force One is to 
safely fly the president from Moscow-Sheremetyevo 
to London Heathrow avoiding any mishaps that might 
occur along the way. 

Five new aeroplanes from the Presidential fleet. 
4- Highly detailed cockpit panels. 

4" Airport scenery for Moscow-Sheremetyevo 
complete with authentic night design texture. 
Internet links to 22 related US Air Force sites. 

4 - Real time flight adventure with four difficulty levels. 



For Your Nearest 
Stockist Call: 
01420 22707 


£19i95rrp 


African Safari offers some of the most detailed scenery 
created for Microsoft Flight Simulator™ ‘98 and ‘95. 
Over 25,000 km^ of African Terrain is included, 
complete with local wildlife to enhance the realism of 
your flights over this spectacular continent. 

Real U.S. Military maps were used to recreate 
the African terrain in this stunning scenery, 
providing unparalleled realism, 
jy- Includes every landmark over 300m, every railway 
line and even the streets you fly over. 

>y More than 11 major African cities are featured 
along with 40 main airports. They even have 
runway lighting for night flights. 

’y 3 African national parks are recreated to allow 
you to navigate between the smallest grass landing 
strips, whilst enjoying views of the local wildlife 
and terrain. 

y Flight approach maps are included to allow you 
to experience flying from Nairobi airport via Mount 
Kilimanjaro to the Serengeti plains. 





£19i95rrp 


Developed by a Lufthansa pilot to open up a new 
level of realism in PC flight simulation. 

Includes 10 planes for MS Flight Simulator™ ‘98 
and ‘95. 

Includes 3 new airports for MS Flight Simulator™ 
‘98 and ‘95. 

Simple browser to scan through all aircraft and 
airports. 

dr- Unrivalled detail in cockpit views with the ability 
to use different cockpits with different planes. 
dp Realistic handling characteristics as experienced 
by the pilot. 

Bonus shareware version of Panel Manager 4.0. 
(for FS ‘95 only) 

Exclusive Lufthansa video clips of the 747 fleet. 
4" 62 External views of other planes along with 
general information, 
d!" Internet links to 747 sites. 

Unit 9 

Bentley Industrial Centre 
Bentley, Farnham 
Surrey, GU10 5NJ 
Tel: (01420) 22707 
Fax: (01420) 22807 

EMAIL: sales@aatabecker.co.uk 









Could you help me with... 



Wrestle Mania 

E3ollowing the recent release and success of 
WWF: Warzone on the PlayStation and N64,1 was 
wondering whether such a title was to be released 
on the PC? As there are so many fans of wrestling, 

I think that it would be crazy for the game not to 
be released on the PC. 

Stuart Beswick 
Bolton 

As far as we are aware, Acclaim have no intention of 
converting WWF; Warzone onto the PC. However, THQ, 
who have already released several wrestling games 
on the PlayStation, are currently working on a PC 
version of their acclaimed PSX hit, WCW Nitro. No 
release date has been confirmed for the title yet, but 
well have some more definite news on the game for 
you next month. 

Moody Blues 

^3elng quite a keen games player and reader of 
PC magazines, I do enjoy reading the letters pages 
and seeing the different sorts of comments being 
made about PC culture. But amongst my many PC 
magazines, which include a wide selection of letters 
pages, I can’t say that I have ever come across any 
comments about in-game music. 

Having sharp hearing, listening to music has 
become a major priority throughout my daily 
routine. I do feel that in-game music plays an 
important part in the game itself. Take Quake II, 
for example. Many have praised it for its story, 
playability and multiplayer capabilities, but not 
one word about its music, which I didn’t even 
know it had until I bought the game. Even though 
the game itself may be amazing, the music gives 
it that extra zing! 

Could you mention games music in your reviews? 

Sam Soheylee 
London 

Where in-game music is felt to enhance the 
overall quality of a game, then it is duly 
mentioned in the review. There is no doubt that 
in^game music can enhance the gaming 
experience and is an important quality of any 
game. However, the music accompanying a lot of 
games is fairly unspectacular, and therefore not 
worthy of mention. 


Ilthough not strictly about gaming. I felt I 
must write and tell you about a book my mum 
recently bought for me. "It was in the sale" she 
said... and I’m not surprised. 

The book went under the title of ’Windows for 
Teens’, and the author, Brettanney Trebnik, 


described Solitaire and Minesweeper as "two 
awesome computer games." The ultimate barrel 
of laughs came in a section entitled 'My Dream 
Computer.’ Miss Trebnik’s ’ideal’ PC was a 486 
DX50 with just 4MB of memory! When you see 
stuff like this, it makes you wonder what an issue 
of UPC will look like in just five years time... 

Dave Sankey 
Matlock 

It's quite frightening how quickly technology 
is advancingl 

Mission Impossible 

deart of Darkness: "impossible"? I shot out to 
buV it. However, after two days I discovered that 
to use the word "impossible" (to paraphrase your 
review), would be a missed opportunity to use the 
words ’too easy’. After reading your review of 
Heart of Darkness, which said the game was 
almost impossible. I decided that a challenge was 
what I really wanted in a computer game, and so I 
went out and bought it. 

I agree with Nicky, who reviewed the game, 
that it is very playable and very addictive. The 
graphics in the videos are not like any that I have 
seen in a game before but, despite all these good 
points. I felt very disappointed when I had 
completed the game - which you called nigh on 
impossible - in about fourteen hours! I even set 
the difficulty up to the highest level from about 
halfway through the game in a vain attempt to 
make it last longer, but it all to no avail. 

Probably the hardest and most enjoyable game 
that I have got is Starship Titanic, which I was given 
at the start of May and have still not completed! 
This, unlike Heart of Darkness, I would recommend 
to anyone who enjoys a challenge. 

I would like to know which game you would 
recommend to me that will give me a real challenge? 
Luke Stratton 
Leicestershire 



When we review products, we tend to bear in mind 
the average games player. Nicky felt that for such 
a player. Heart of Darkness was on the tough side, 
and so felt it necessary to mention the game's 
difficulty within the review. Obviously Luke, you're 
a more serious games player, and this is probably 
why you found the game relatively easy. If you're 
after a really serious challenge, then why not try 
something like Commandos; Behind Enemy Lines? 
We carried a solution in the last issue due to the 
huge amount of requests we had from people 
stuck on the game. By the sounds of things, this is 
just the kind of game you are looking for. 


i^l am one of the lucky people who bought Issue 14 
of your magazine with the virus on the CD. but I have 
not yet tried it on my PC. For the benefit of other 
readers, are there any plans to reissue the demos on 
the CD at a later date alongside some of the game 
reviews in the magazine? 

Also, I think FA Premier League Manager '98 is 
just as good as Championship Manager. However. I am 
also a big fan of rugby league and would like to see a 
Super League Manager game developed, though I feel I 
am probably clutching at straws as it is no doubt an 
acquired taste, like baseball. 

Best wishes for the future, congratulations on 
the new look. 

K.W. Whitaker 
Hastings 

We have already rerun some of the demos that were 
on Issue Ws CD (you will find the European Air War, 
Caesar III and Moto Racer 2 demos on the Issue 15 CD). 
Unfortunately, due to limited space, we have no plans 
at the moment to re-release any of the other demos. 
As you can see from this month's CD, there are a lot of 
new playable demos, and we felt it was more important 
to include these over old ones. However, once we have 
some free space we shall make sure we include those 
from Issue Ik that have not already been reissued. 

As for your dream of a Super League Manager, 
I'm afraid you may be waiting some time for this 
aspiration to be realised. Electronics Arts have 
done a simulation before., and we remember a 
rugby league management simulation on the Amiga 
CD32, but we don't know of anyone working on 
such a title at the moment. ■ 


If you have something to say about PC games, or maybe 
just about PCs themselves, then write in to us at: 
Penultimate. ULTIMATE PC. Rapide Publishing. 1 
Roman Court. 48 New North Road. Exeter. EX4 4EP. 

The writers of all the letters printed will be sent a 
free game. Please remember to include your address! 
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MEET TRACY FOREVER. MPLAYER'S NEW 
2Q-YEAR-QLD FEMALE COLUMNIST 


f r J£|t of all, sincere 

.-apologies for the news' 
section of last month'f Wired 
Gaming - if you saw ft then 
you’ll probably kno w^ 
going on about. Ttfa^n 
selected texl Waff refeafeH 
but hey. mistakes do - v - 
sometimes get throughrthe^“ 
system! The person a't fauff 
has since been whipped by 
Review Editor Miles’ long a n^^ 
hippie hair.^ 

^Afty way,-back on 
wNa^a^excitjng mo^|ft*|t' 
beenfmdsfeqf air thanksT^#^'. 
f inishet^^lJpn 
Legends afR^in^ 

Myself and fellow GP& guru. - 
D|vfd Ireland, have beetK -:^',' 
sTorming around the tPa^Qt." 
high speed, our ma chjjf ^ 
linked to Thrustmq|ftr. 
wheels. Unfortuna^l^.j^.. 
game doesn’t yet wqfj^gygjM 
the Internet, but if 
access tta Local Area 
Network or have a modem. I'd 
advise you to give it a blast! 

Anyway, be sure to read and 
lyijoy the section and please 
continue to email me with your 
comments and questions. You 
know the score... /i 

Simon Lovell : ^ 

lovell@pavilion.co.uk ^ 


NEWS 

Mplayer update 

■ egular users of the 
multiplayer gaming 
service Mplayer (www. 
mplayer.com) will be aware 
that their Web site plays host 
to more than just a list of 
supported games. Yep. there's 
news. FAQs. an on-line store 
and lots of other interesting 
stuff to read. Recently the 
service decided to introduce a 
female columnist who’s known 
to her Internet chums as 
Tracy Forever. The 20 year-old 
from Ohio expresses her 
thoughts about 'games, life 
and finding happiness on-line' 
every week, as well as offering 
links to her favourite Web 
sites. So. if you’re looking for 
a fresh new games-related 
column to read, drop by 
Tracy’s section at Mplayer. 

Onto more Mplayer news, and 
simulation fans will be glad to hear that 
the company has just opened Club SSI. 
where gamers can visit to play titles 
such as Steel Panthers III, Panzer 


1 3 niplayei com earth's free multiplayer game service - Microsoft Internet Explorer , 
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General II. SU-27 Flanker and Fighting 
Steel. Club SSI can be found by visiting 
www.mplayer.com/ssi. 

A new arrival in the classic game 
section of the service is Wordzap, 
where players must make up words 


from an assortment of letters. If that 
seems a bit lame to you and you’re still 
looking for something new to play 
against human opponents, then 
Warlords III: Darklords Rising now has 
support for up to four players. 
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SECRET OPS 

■ wners of Wing 

Commander Prophecy 
have been visiting 
http://www.secretops.com/ in 
their thousands to download 
brand new free episodes for 
the game. But it’s been 
heartache for those without 
Net connections, as they have 
been unable to get hold of the 
Secret Ops missions due to the 
expansion being exclusive to 
the Internet. 

Downloading began on August 
27th. with a new part of the 
episode available every 
Thursday over a seven week 
period. If all goes well, we hope 
to bring you these new episodes 
on next month's CD - space 
permitting. If. like this month, 
we struggle to fit everything on 
the CD. we’ll hold them over for 
the New Year. 
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HERE’S A CLOSER LOOK AT A COUPLE OF THE WEB SITES REVIEWED ABOVE. IF YOU'RE A FAN OF THE GAME. THE JEDI KNICHT SITE IS WORTH INYESTIGATIMO. 



PLAYABLE CODE OF HALF-LIFE HAS FINALLY 
ARRIVED AND IT’S PROVEN WELL WORTH THE WAIT 
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game based, on another pink creature. Worms. 








GRAND PRIX 
LEGENDS 

Publisher: Sierra 
Type: LAN. Modem. Serial 
Web Site: www.sierra-online.com 
Players: 1-8 

■ ver since the preview version of 
Grand Prix Legends arrived in the 
office, it’s had most of us on ULTIMATE 
PC addicted. Linked up to our popular 
Local Area Network and with racing 
wheels hooked up to nearly every 
machine, if you can manage to stay in a 
race for more than a lap then you'll soon 


become attached to this realistic and 
highly competitive racing simulation. Even 
if you aren't in an office, there are 
alternative ways of playing, including 
modem to modem link-up and serial cable. 

Lag is undoubtedly going to be a 
problem with a game that runs as fast as 
this, and that's why they've decided that 
it would be best not to include an Internet 
option. However, we may see a patch 
upgrade in the future. Let's hope so. 

Not everything is perfect over a 
LAN, though. One problem which does 
crop up is noise pollution! Can you 
imagine an office with four or five 
machines playing the same game 
and the sound of roaring engines? 

Then think of each person turning 
up their speakers louder because 
they can’t hear their own and then 
everyone else doing the same! Yes, it’s 
very painful, and although headphones 
are ultimately the solution, you will 


miss out on chatting to your chums 
when racing. 

Possibly one of the most innovative 
multiplayer features are the replays 
and live feeds offered. If a player drops 
out of a tournament due to flipping 
over, blowing his engine - whatever - 
they're able to select a live feed and 
watch any of the other players race. 
Although it opens avenues for the 
spectator to inform racers on other 
competitors positions, it's 
still great fun! 






ANNO 1602 

■ f all the violence, killing and 
senseless death in computer 
games is getting you down then 
ANNO 1602 could be just the breath 
of fresh air you're looking for. 
Creation of a New World is its sub¬ 
title, and creation, not destruction, 
is what it's all about. The game 


begins at sea with each player in 
control of a ship and several 
uninhabited islands nearby. Sailing up 
close will allow you to explore and 
find out what ore and mineral 
deposits are to be found, and if it 
takes your fancy you'll be able to 
start setting up a colony. 

Although there will be the option 
to fight and conquer one another’s 
islands later on (you're not just 
limited to occupying one), the first 
part of the game is one of 
construction, growing the colony and 
trading items for money and any 
other goods you can't obtain for 
yourselves. For example, as the 
colony grows and matures, the 
residents' tastes will become more 
sophisticated, meaning you'll have to 
ship in luxury items. However, basics 
like cotton, stone, timber and food 
can and must be produced yourself 
to keep the colony going. A pleasant 
and relaxing slant on the god-sim - 
we'll have a full review next month. 
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RAINBOW SIX 

Publisher: Take 2 Interactive 
Type: Internet. LAN 
Web Site: www.redstorm.com 
Players: 1-8 

Suggested Service: Mplayer 
(www.mplayer.com) 

m nnagine playing Quake II, but 
instead of being able to re¬ 
materialise every time you're shot, 
you die and are out of the game! 
Well, that's exactly what it's like in 
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Rainbow Six's multiplayer mode. 
Instead of running around and 
shooting everything that moves, 
stealth is required, and if you fail to 
adopt this tactic you can pretty 
much consider yourself well on the 
way to the crematorium. 

Once you've installed all of the 
game's software and have hooked up 
with Mplayer (www.mplayer.com) then 
you're halfway to playing the game with 
up to 16 other people. Several different 
game modes can be played, and people 
either play on their own or teams can be 
generated for co-operative play. 

Hostage missions and base protection 
games are particularly good fun when 
you've got eight or more players. 

As you can imagine, if you do get 
killed quite early on in the game it 
would be pretty boring just and wait 
for everyone else to finish. Well, the 
game's developers. Red Storm, have 
cleverly implemented a system 
whereby if you do die you can use the 



'Page Up' and 'Page Down' buttons to 
monitor other players' movements. 

It would be a lie to say that I didn't 
notice any lag in Rainbow Six, because I 
did - in fact there were often occasions 
when I would be running and then my 
character would suddenly appear in a 
different position. It can also be very 
annoying when you think you're shooting 
someone but they aren't actually there. 
On the whole though, it isn't too much of 
a problem and certainly doesn't take any 
fun away from the game. 
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STEALTH. CUNNING AND STRATEGIC PLANNING ARE THE SKILLS WHICH WILL SEE YOU THROUGH THIS GAME. UNLIKE (WAKE WHERE FAST REACTIONS AND A HAPPY TRIGGER FINGER ARE ALL YOU NEED 
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Hardware Round-up 


MONEY TQJBIIRM 


As the number of PC gaming devices explodes, the amount of product available 

means there's now something for every gaming genre. We sent UPC's Dave Gibbon 
to take a look at the latest peripherals to hit the market. 

RACING 

Formula Force GT 





MANUFACTURER: THRUSTMASTER 
PRICE: £139.99 


1 0 play a racing 
game properly you 
need a good quality 

steering wheel - they are the perfect ingredient 
to give a racing game that extra bit of realism. But there is 
now such a huge variety of them on the market that it's 
difficult to know which one to actually use. 

Up till now. all of the steering wheels have 
been bog-standard, but this year has seen a 
flood of Force Feedback wheels hit our 
shores. The Formula Force GT is the very 
latest to be launched from peripherals experts. 

Thrustmaster. and it offers full feedback effects. 

These effects are produced by the now-standard l-Force technology and offer 
both intense and subtle effects for ultimate realism. The only downside to having a 
force feedback device is that the game you are using must include extra code to 
make use of the feedback effects. The good news, however, is that more and more 
games now do include this. And. just to get you started, this steering wheel comes 
with a bundle of five triple-AAA game demos, all enhanced to offer full force 
feedback, including Colin McRae Rally and Monaco Grand Prix. 

The wheel itself feels very nice indeed. It has an authentic Formula One design 
and even comes with the obligatory thick padded wheel. And when in use. just to 
make sure it doesn't constantly move, it comes with a quick release clamp to make 
sure it stays tight during the most hazardous of races. 

Also attached to the wheel is a set of fire buttons, a paddle and. best of all. an 
actual gear stick lever - perfect for racing games that offer manual gear 
transmission. And. of course, you also get a set of foot pedals which act as 
accelerator and brake. These. I have to say. were very tight when I first got them, 
but that was easily put right via the spring tension setting. 

The Force GT is one of the better force feedback steering wheels on the 
market. With plenty of features, some excellent bundled demos and a really good 
feel to it. how could you ever play a racing game without it? 


TAKES THE RACING EXPERIENCE TO NEW HEIGHTS 



Air Racer 

MANUFACTURER; SG&T EUROPE LTD 
PRICE; £49.99 


[ ere's a really innovative 
idea for a racing 
f controller. Called the Air 
Racer. It looks very much like a 
steering wheel, but instead of sitting 
at a desktop to use it. you actually 
handle this in mid-air. 

The Air Racer uses what is being called Advanced Motion Sensing 
Technology. This basically means it responds to the natural movements of 
your hands while gaming. There's no need to use a thumb pad to control the 
direction, speed and angle of the character or vehicle - it's all done by moving 
the wheel in the required direction. So if you want to go forward, you simply 


tilt the Air Racer forward; if you want to steer left, you just turn it left. 

If you're one of the 'old fashioned' types, a thumb control is provided to 
enable more standard gaming - though why anyone would want to use this 
when they have just shelled out nearly £50 to enjoy the unique abilities of the 
Air Racer is beyond me 

Probably the most unique feature is the fact that this is the only controller 
on the market that allows you to incrementally adjust the tilting and steering 
sensitivity during a game without recalibrating. As a result you can change the 
feel of the whole thing in real-time. 

Although this has come under the Racing category, the Air Racer can 
actually be used to play flying, fighting, action and adventure games. It works 
surprisingly well, though personally I find the feel of using this to control games 
in mid-air slightly strange. But if you are looking for a steering wheel on a 
budget and have little available deskspace. this Is an excellent buy. 


UNIQUE CONTROLLER THAT WORKS WELL 


LCS -1224 Speakers 

MANUFACTURER; LABTEC 
PRICE; £24.99 
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I hile indulging in your 
favourite racing game. 

I there's one thing that can 
make the whole experience ever 
more realistic. No. I'm not talking 
about attaching a force feedback 
steering wheel (though that does 
help!). I'm talking 
about improving ^ 

the sound - the 
one thing that \ 

can make the * 

whole experience 
feel like you're 
really out there 

on the track. __ 

Although you 
may think your current speakers are perfectly 
adequate, attaching a pair of surround sound speakers can make all the 
difference in the world. Although a dedicated surround sound system can be 
expensive, with these cost-effective speakers from renowned American 
speaker manufacturer Labtec. you get to enjoy the realism of surround sound 
without the cost. 

The LCS-1224 speakers feature Spatializer 3D surround sound. What this 
means Is. unlike other surround sound systems where you need four 
speakers, with this set-up you experience the same effects with just two! 
Spatializer technology was originally developed for the recording industry 
and now. thanks to Labtec. you can enjoy its effects while hurtling down a 
road at 200mph! 

If you don't have much desk space available, these speakers come with a 
special mounting system so you can attach them to the sides of your 
monitor. This not only looks great and frees up valuable space, but it also 
sounds better - especially if you're sitting directly in front of the monitor 
when playing. 


EXCELLENT PRICE. EXCELLENT SOUND QUALITY 
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FLIGHT SIMULATION 

SFS Combo 

MANUFACTURER: SUNCOH 
PRICE: £119.99 


GenX 700 

MANUFACTURER: QUICKSHOT (EUROPE) LTD 
PRICE: £44.99 


0 get the best out of flight simulations, you need to invest in a 
top quality controller - and they don't come much better 
than this! Called the Combo, this set-up has been described 
in the press as "like being inside a cockpit", and deservedly so. 

Although not quite as good as being inside a cockpit, this rather 
expensive little package certainly comes close. Called the Combo 
because it's a combination of an SFS Throttle and an SFS flight 
controller, the most startling thing that hits you when you first 
see it is the packaging. It comes in an authentic wooden crate - not 
a cardboard box! Yes. that's right, a real wooden crate. Apparently, 
this was done to give it that feeling of World War II aircraft kind of 
thing. It may seem a bit strange, but it's most certainly original. 

The joystick itself has been very well constructed to withstand hours of 
punishing gameplay. It's solid, yet feels really good when you're involved in a 
mid-air conflict. 

The four primary fire buttons are all located conveniently on the flight 
controller's handle, so when you are in a fast-action, head-on battle, all the 
buttons are in very easy reach. The stick also has a four-way Hat switch, 
which can be used to change direction swiftly while flying at 30.000 feet. 

The throttle that comes with this is also very well constructed. But. 
although this doesn't feature anything more complicated than... well, a 
throttle, for games that offer the opportunity to use a throttle for engine 
thrust this. I have to say. works very well. 

The only bad point about this whole set-up is. because of the way the 
handle on the joystick is constructed, it's only suitable for right-handed 

people. Well, that and the fact that this will set you back 
nearly E120. But if you are right-handed and want one of 
the best flight set-ups around, buy this and you most 
certainly won't be disappointed. 


I n their quest to build the ultimate flight controller." reads the blurb that 
came with this. "Quickshot's top designers gathered for a mind 
I conference to design a PC controller that was to surpass everything that 
had gone before." 

Well. yes. somehow I don't think that's quite true. While Quickshot may well 
have gathered for a conference to create this wild-looking device. I wouldn't go as 
far as to say It surpasses everything that has been done before. 

Not that there Is anything vastly wrong with this: In fact, far from it. I would 
say for flight sims such as Microsoft's Flight Simulator, this provides you with a 
gaming experience nigh on perfect. 

The biggest surprise when you first see this is the size of the thing - the base 
is absolutely huge. If your desktop hasn't much room left, forget it. But if you have, 
then you'll be pleased to learn the base isn't huge for nothing. It's huge purely 
because this beast has so much to it. 

As well as featuring eight fire buttons, all of which are very well placed, it also 
has a multi-view Hat switch, control mode selectors, a whopping full-size Bio 
throttle and a rotational movement rudder. And if your computer base unit is fairly 
far away from where you sit. this stick comes with seven foot of cable, so you 
shouldn't have any problems connecting up. 

Because this joystick is so big. there's always the chance it will move all over 
the place when in use. Thankfully, though, those clever people at Quickshot have 
thought of this and have made this stick with a metal-weighted base, just to make 
sure it doesn't move an inch - even when you're involved a fast-paced WWII battle. 

While this is excellent as a flight game controller, it's also superb with other 
genres - especially action games. The fact that you get an excellent joystick 
coupled with a full-size throttle for under £45 is truly amazing value for money. 


PRICEY. BUT A GOOD PACKAGE FOR FLIGHT FANS 


82 


A TOP FLIGHT STICK AT A SUPERB PRICE 



SURROUND SOUND WITHOUT CHANGING YOUR SPEAKERS! 


If you really, really like your current speakers and 
don't want to change them, but you still want to 
get the immersive experience of surround sound, 
you now have an alternative! Although you may 
think the only way to experience the amazing 
realism of surround sound is to throw your current 
speakers in the dustbin and invest in a new pair, 
you can now buy an add-on to give your current 
speakers a boost! 


Called the Labtec Imager LCS - 9210. tfas strange- 
looking device has been designed for the consumer 
who wants the total immersion of Spatilizer 3D 
surround sound from their existing speakers. 

Costing £24.99. you simply hook this up to your 
current set-up. plug it in. and then just sit back and 
enjoy. When playing a racing game with all this 
connected, the sound quality is really impressive. It 
really does sound as though the whole room is filled 


with the ambience of the racing game you’re enjoying 
(or suffering?!). 

When you've got this on and your speakers turned up 
loud, the experience is quite unique. You get a real rush 
of adrenaline -- especially when you are concentrating so 
much on the sound, forget to look where you’re going 
and crash straight into a wall at over 2(K)mph!! 

If you want to keep your current speakers and enjoy 
the ultimate sound. tWs is a must-have unit. 
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ACTION 

WingMan Force 

MANUFACTURER: LOGITECH 


Sceptor LCD 

MANUFACTURER: SUNCOM 
£74 


I ave you ever played a game where you are using the joystick and 
then you are forced to press keys on the keyboard as well? If you 
have, you’ll know just how, frustrating it can be trying to find 
on a keyboard when you are in the middle of an on-screen epic battle. 
Now, though, Slincom have launched this stick which alms to put 
that little problem right. Called the Sceptor LCD, this space-age 
looking kind of stick has all sorts of trickery up its sleeve. Its unique 
two-handed control system allows you to eliminate typical keyboard 
hunt and peck play by giving you keyboard emulation and joystick 
control all in one controller. 

This works by programming each of the 24 action buttons featured on 
the stick. Each one can be set to emulate one to 
five keyboard presses. And, as you may have 
guessed from the name, the stick has a built-in 
LCD screen which shows you everything that has 
been programmed in. Perfect for setting up complicated 
fighting moves normally done with the keyboard! 

Unlike the majority of other joysticks on the market, you 
don’t program this one through software. Instead, it’s done 
through a nriuch more simple process involving a few key 
presses and the stick’s own LCD screen. Called Touch ’N Go, all 
you do Is touch a button on the stick and then on your keyboard. 

For people who are new to computers, this is an absolutely first 
class system. It avoids the need for using 
complicated on-screen software and 
makes programming the joystick as 
easy as switching on your PC. 

There’s plenty of other 
features too. There’s three 


ot only is this the only force feedback joystick to be featured in this 
round-up, it’s also unique In more ways than one. It’s actually the 
first joystick on the market to be driven by Cable Drive Technology, 
which provides a level of realism and precision not possible with the more 
normal gear-based sticks. And, what’s more, it’s the first force feedback 
joystick to utilise USB (Universal Serial Bus). This enables the stick to 
communicate over 300 times faster than any other force feedback stick. 
And, because it utilises USB, players can use the WingMan Force with other 
USB devices such as rudders. 

Of course, to use a USB joystick you’ll first need to have a PC with USB 
ports. If your system doesn’t have them, you may be thinking this joystick is 
no good for your machine. Thankfully, though, Logitech realised not everyone 
has the luxury of USB, and accordingly they have also added a normal serial 
connector to the joystick so It will even work with the most average of PCs. 

The stick itself is very nice to look at and to hold. The force feedback is 
based on l-FORCE technology from Immersion Corporation, which is the 
standard now used by the vast majority of force feedback products. It offers 
some excellent feedback and, to make sure you get to experience It. Logitech 
are bundling a number of popular, specially enhanced games with the stick. 
Details of what titles are to be bundled were unavailable at the time of press, 
but, rest assured, you will get to enjoy things like the shock of enemy fire, 
body blows and more. 

Other features of the stick Include nine programmable buttons, an eight 
way Hat-switch and, best of all, there’s a throttle wheel to minimise the 
need to interrupt the intensity of play for 
keyboard commands. 

Considering the price of other force 
feedback joysticks on the market, which 
typically retail at over E120, this is 
exceptional value for money. And not only 
Is It good value, it’s also an excellent 
joystick with good feedback effects and 
plenty of features. 


Hat switches for a start. 


There’s also a throttle and 


rudder control to help 
give you extra game¬ 
playing benefits. 

The Sceptor LCD is a 
first class joystick, which is 
offers excellent ease of use. 


Although expensive, it’s the perfect 
choice for those new to PCs. 


FULLY FEATURED FORCE FEEDBACK STICK. UNDER £100 
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FEATURE-LEAD STICK WITH AMAZING EASE-OF-USE 
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BUNDLES OF FUN - 


Bargain of the month has to be the package which Microsoft 
are offering for Motocross Madness. Check this out: either 
buy the game on its own for £34.95 or for an extra £15 
you can own the company's tilt-sensitive Sidewinder 
Freestyle Pro pad. which incidentally works 
incredibly well with the game. 
f Move the pad left and right and it senses the 

movements and will move the bike accordingly. You 
really can’t go wrong at £15. 


SPORT 

Cyborg 3D Pad 

MANUFACTURER: SAITEK 
PRICE: £49.99 


Sidewinder Game Pad 

MANUFACTURER: MICROSOFT 
PRICE: £29.99 


I f you think one joypad is very much the same as another, you 
only need take a look at this latest pad from Saitek to see 
I that’s just not the case. 

Shown for the first time at E3 in Atlanta this year, the Cyborg 3D Pad 
has been exclusively designed and styled by a British-based product design 
company. Seymour Powell. Although most people haven’t heard of then, 
they are a pretty knowledgeable bunch. In fact, this group of designers are 
some of the best in the business, and are responsible for some of the UK’s 
most famous products. Among their list of credits is the Baby G-Shock 
watch, the Inter City 125 train and motorbikes for Norton. MZ and BSA. 

Saitek claim the Cyborg has been created for the adult PC gamer. It 
has been designed to fit more comfortably in an adult’s hand than a 
standard joypad - and as you’d expect from the pedigree of designers 
behind it, it really is extremely comfortable. It’s held in a completely unique 
way, and ail of the buttons and controls have been positioned so that 
everything is within easy reach of your fingers. 

Using Saitek’s proprietary Ratio Digital Technology (see box 
out), this pad can actually improve the performance of the 
games you play. Now that really is unique! 

Other features of this pad include a rather nice mini¬ 
joystick. rudder and steering control, three pre¬ 
programmed modes, ability to program in up to 26 actions, 
set-up files for many popular games, four triggers and two 
squeeze buttons, 8-way directional thumb pad and morel 

The Cyborg 3D is one impressive piece of kit. It’s 
extremely versatile and works well, not just with sport 
games, but with racing, flying and action too. It looks 
really impressive and Is actually the nicest joypad I have 
ever held. It just feels so right - much better 
than normal pads. The Cyborg 3D Pad comes 
highly recommended. 


his Sidewinder pad looks more like 
something from a Batman 
movie than a device to 
plug into your PC. But a device 
for your PC it is - and a quite 
amazing one it is tool 
If there’s one thing gamers 
demand as standard in their 
expectations of gamepads, it’s speed of response 
from their button-bashed fingers to the game, and this pad has been designed 
to ensure fast responses. This pad is very comfortable in the hands. Its bat¬ 
like design means you can grab hold of both wings, leaving your fingers free to 
do the rest. 

Apart from its excellent comfort, this pad also has two other features that 
stand out: the first and most innovative being its programmability. Using the 
bundled CD and Microsoft’s own programming software, you can program 
complicated multi-button or keyboard strokes to a single button. This allows 
you to gain some great assistance In sports games and will give you a head 
start when playing against other folk - very handy in those all-night World Cup 
re-enactments! 

The best thing about this pad. though, is the ability to daisy-chain up to 
four Sidewinder pads together for supreme multiplayer gaming. One of the 
biggest problems with PC gaming is getting more than one joypad working. 
Although USB will solve this problem, if you haven’t got USB on your machine 
this Sidewinder pad is your only real choice for multiplayer gaming. 


SUPERBLY DESIGNED PAD WITH GOOD FEATURES 
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GREAT CHOICE FOR GAMES WITH MULTIPLAYER OPTION 




WANT TO SPEED UP YOUR PC? 


The new Cyborg 3D pad is the first ever gaming 
device to have the ability to actually speed up 
gameplay. Found exclusively in Saitek's new Cyborg 
3D Pad (and joystick), this new technology is called 
Ratio Digital and has been created by Saitek's 
leading engineers. 


It improves your PC's performance by up to 20% 
by freeing up Pentium processor power. Most game 
controllers connect via the PC’s gameport and use 
analogue signals to transmit controller position. The 
PC must wait for the signal, which can waste up to 
20% of a Pentium PC's processing power. 


Ratio Digital uses an internal processor to measure 
controller position and generate a signal. The signal is 
far faster, consuming only 2.5 percent of the processing 
power. This means that a PC with a Ratio Digital gaming 
device can make an intensive game played on a 200mhz 
Pentium PC feel as fast as a 244mhz Pentium PC! 
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I ore known for their mice than their sticks. Logitech have produced 
this stick, which looks set to become a force which others will no 
1 doubt try to follow. 

Named the 'Double-Fisted 360 Degree Precision Killing Machine’ (sounds 
impressive that, doesn't it!), the Wingman Warrior has been designed 
specifically to work with fast-paced adventure games. It works especially well 
with games like Tomb Raider and Quake. 

Like many of the sticks around, this one also features a large base. So. 
again, you are going to need a fair amount of desk space. But that's where 
the comparisons between this joystick and others end. because this has some 
truly innovative features that make it shine above all the others. 

Its most important feature is the ability to have two-handed control. 
'What's that?’ you are probably asking... This stick features a new innovation 
called 360-degree Spin Control technology. This allows you to fire 
continuously around 360 degrees. It works by allowing you to have one hand 
on the trigger and the other on a built-on Spin Control knob. As you turn the 
knob, your on-screen character/machine or weapon will turn, allowing you to 
fire all around you and get out of real tight spots. What's more, you can also 
perform 180 degree flips (if the game allows that) and surprise the baddies 
behind you! 

This single feature makes it the best non-force-feedback action stick 
around at present. No other gaming device on the market has this feature as 
yet. but when other manufacturers see how effective it is they are bound to 
bring out similar devices. But. for being first to market and for inventing this 
great feature. Logitech deserve a great big pat on the back. 

Most joysticks on the market connect through the standard gameport, 
but. again. Logitech have tried to improve on this and have given this stick 
both a standard gameport connector and a much faster serial port 
connector. And connecting the stick to this will give you a faster response 
rate and faster gameplay. 

The flawless design of the Warrior, together with its other impressive range 
of features, make this a must-have product for all you fast shooters out there 
who aren’t too bothered about force feedback effects. 



MAKES PLAYING ADVENTURE GAMES A DREAM 





Frag Master 

MANUFACTURER: THRUSTMASTER 
PRICE; £59.99 


ike the 
Cyborg 3D 
Pad. the Frag 
Master is another in 
the wave of strange- 
looking gaming devices. Set 
to hit UK stores in 
November, the best thing this 
has going for it is originality. 

The Frag Master is basically a two-handed digital 
controller. It’s placed on a desktop, so you'll need a good amount of available 
space to make the best of it. and to use it you place both hands on it - one on 
either side. Then you can move it around using a four axis intuitive movement 
and control system, which. I have to say. works very well. 

Four triggers and six buttons are featured on the main unit, and all of 
these are in easy-to-reach positions, which is good news when you are in the 
middle of a tight spot while playing your favourite game. 

It also features something called MegaHurts mode, which makes the Frag 
Master as accurate to control as a mouse. This allows you to aim quickly and 
accurately during a fast-paced shoot-out in games where you need to be 
quick to survive. 

The Frag Master also comes with some first-rate software utilities, 
allowing you to set it up and program it to your favourite settings with ease. 
And it's fully Windows 95 and 
98 compatible. 

For me, though, in some 
situations the Frag Master just 
didn’t feel quite right. 

Although it works extremely 
well as an accurate shooter in 
games such as Quake, Duke 
Nukem 3D and Jedi Knight, that 
is. unfortunately, the only area 
in which it excelled. On many 
occasions I found it difficult to 
use. but in adventure/shooting 
type games it's superb. 


EXCELLENT WITH SOME GAMES, NOT WITH ALL 
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THE JOY OF JOYSTICKS! _ 

Over the last few years, the number of companies producing gaming devices 
has rocketed. Relatively new outfits like Fire International have seen their 
business take off in a surprisingly big way. And more established firms such as 
Thrustmaster and Logic 3 have seen their market share, and profits, leap in no 
uncertain terms. Even Microsoft, the biggest computer company in the world, 
has joined the fray in the battle to be the best in this lucrative market. During 
the past couple of years they have enjoyed tremendous success with their 
quality range of devices - though they are best known for their innovative 
Force Feedback joystick. 

There’s now such a huge range of devices that, no matter what kind of 
game you enjoy, you can be sure there’s a device on the market that will make 
playing that particular gaming genre better and easier. 

For all flying fanatics, there’s a vast range of throttles and flight sticks 
around, and for the racing enthusiast, which is by far the best supported, you 
won’t go far wrong by investing in a top steering wheel like that from 
Thrustmaster. or the unique device called Air Racer. 

What surprises most people, though, is the fact there are also devices that 
cater for the action, adventure and sporting gamer. Hopefully, over the last few 
pages, we will have opened your eyes to new ways in which you can enhance 
your gaming experience. 

Next month in Money to Burn well be looking at a range of new monitors 
and find out how they can improve playing games such as Quake II. 
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Adopting an easy to use interface, players are 
able to instantly jump into missions without having to 
flick through hundreds of pages of instructions. The 
simple control set-up will no doubt be one of the many 
features which will attract flight-sim fans who would 
rather avoid extensive amounts of reading. 

Microproses first Top Bun PC game. Top Gum Fire at 
Will sold thousands of copies when released, and the 
company is expecting tNs highly anticipated sequel to 
attract even more wannabe Cruises. 


THE GAME 


Top Bum Hornet s Hest is the latest game developed by 
Zijqter Interactive, based upon the blockbuster film 
starring Tom Cruise, placing gamers in the cockpit of a F/A 
-18 fighter jet. 

Playing as the young navy pitot Maverick, you face 
more than 30 adrenaline-pumping missions fighting other 
Nghly powerful aircraft. And with Id-resolution 3D 
grapNcs. the realism is even more intense. 
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I f you’re in search of a speedy new machine to replace your existing sluggish PC, then here s the ideal opportunity. Thanks to those lovely people at Microprose, we 
have a spanking new Pentium II 300 complete with a 3D accelerator to give away - we may even throw in a keyboard and mouse if we’re feeling generous. In addition 
I to that, the winner will also receive a top of the range flight controller. Why? Well, the competition has been developed to coincide with the launch of Microprose’s Top 
Gun: Hornet's Nest - the latest flight simulation from the company. Of course, there’s a copy of the game bundled in with the main prize as well. So. budding Tom Cruises can 
now experience all of the thrills and spills of flying one of the world’s most lethal aircraft without the g-force and deadly risks. 




HOW TO ENT ER: 

Simfity write your answer on the 
back of a postcard (or use your saliva 
to seal down an envelope^ pop your 
details on the back and send it to: 

Top Gun Compo. UUiHAH PC. Rapide 
Publishing. 1 Roman Court. 48 New North 
Road. Exeter. EX4 4EP Easy as that. 


RULES _ 

1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
forget about licking the back of more 
than one stamp! 

3. The editor's decision is final. Entries 
should reach us no later than 30/11/98 


Question: 

What was the name of the much-loved character who lost his life in the film. Top Gun? 
A) Ruhher Duck B) Goose C) Funky Chicken 
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HfAV 5XTR5M5 Ve:STRUCTION 7m 

Battle across 26 awesome combat arenas to collect over 200 Hedz 


all with 


WIN 95 


unique abilities - some ballistic, some just downright bizarre - 
in this genre busting, surreally funny, full-on 3D game, 

So completely original... it will mess with your HED! jtuw> 


( FROM 25th SEPTEMBER 1998 
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ISotution 



The ruthless Shivans are destroying everything and everyone. You, as a Galactic 
Terran Alliance Pilot, have been thrown into the thick of it and are required to 
dogfight and weave as swarms of Shivan fighters blast towards you. 


Chapter 1 

Mission One: 

Eve of Destruction 

our objective in this mission is 
to protect the GTC Orff from 
a series of Vasudan attack wings 
(Virgo, Cancer, Aries, Pisces and Leo). 
Be sure that your Auto Target (located 
in the lower right of your screen) is 
active - Alt-H toggles this on and off. 
Also located along the left side of your 
HUD is your primary weapons display. 
To take advantage of dual fire, cycle 
your primary weapons using the key 
until both of your primary ML-16 
Lasers are selected. The best tactic is 
to concentrate on destroying the the 
Vasudan fighters one at a time: MX-50 
missiles are especially effective for 
this. The best result for this mission is 
to have both the GTC Orff and your 
wingman. Alpha 2, survive. 

Mission Two: 

The Field of Battle 

In this mission you and your wing are 
assigned to eliminate four wings of 
Vasudan fighters in an asteroid field. 



Begin by having your wingmen form on 
your wing. To do this, bring up the 
Squad Message Menu with the 'c' key, 
select 'all fighters' and command them 
to 'form on my wing'. On your radar 
you will see approximately four blurry 
red dots. These represent the four 
Vasudan wings you are to engage. 
Simply centre on one of these dots in 
your radar display and fly forward. As 
you close the distance your sensors 
will be able to target the Vasudan 
wing. In this mission the Vasudan 
fighters will be carrying straight fire 
missiles (meaning they don't lock onto 
a target). These missiles will be easy to 
evade, as long as you know when and 
how to dodge. Just above your centre 
reticle is your threat Gauge. This 
alerts you to when an enemy missile 
has been launched at you. When you 
see the threat gauge flash, execute a 
quick turn and hit your afterburner. 
This should give you enough speed to 
evade the Vasudan missiles. 

If you make it past the first few 
Vasudan wings with your wingmen 
intact you will be alerted to a Vasudan 
Ace in a Seth class fighter. This is a 
bonus objective. The Seth class fighter 


has an excellent top speed and carries 
heat-seeking missiles similar to your 
MX-50s. Closing on the Ace head on will 
either get you killed or significantly 
damaged. The most effective way to 
engage the Vasudan Ace is to 
manoeuvre behind the Ace and launch 
several volleys of your MX-50 missiles. If 
your feel up to the task of destroying 
the Vasudan Ace, killing him will earn 
you the Distinguished Flying Cross 
Medal (medium difficulty or above). 

Mission Three: 

Small Deadly Space 

In this mission, you are to engage and 
destroy all Vasudan fighters quickly 
and then destroy the two Vasudan 
freighters before inspecting the cargo 
containers. To quickly work your way 
through the fighters, you and your 
wingmen should attack the same 
fighters. Target the closest Vasudan 
fighter, bring up the Squad M Message 
Menu with the 'c' key, select 'all 
fighters' and then select 'destroy my 
target'. Do this until all Vasudan 
fighters and freighters have been 
eliminated. If any of the freighters 
escape, reinforcements will arrive 


quickly. Among the cargo containers 
there are two dark brown containers. 
One of them contains a valuable 
weapon prototype, so be sure to 
inspect them. 

Mission Foun 
Avenging Angles 

This difficult mission requires you to 
disable a transport ship during 
combat. To do this effectively, have 
Beta wing disable the Omega 
transport while you engage the enemy 
fighters with Alpha wing. To quickly 
work your way through the fighters, 
you and your wingmen should attack 
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the same fighters. Target the closest 
Vasudan fighter, bring up the Squad 
Message Menu with the 'c' key. select 
wing', then select 'Alpha' and then 
select 'destroy my target'. Your bonus 
objective for this mission is to capture 
the Rasputin as well. This must be 
done quickly, however, since the 
Rasputin will try to escape soon after 
the Omega is disabled. If you do 
succeed in capturing the Rasputin you 
will receive a Commendation Medal. 

Mission Five: 

Out of the Dark. 

Into the Night 

This is a relatively straightforward 
mission: your wing is assigned to 
escort the Plato to a jump node. One 
recommendation is to change your 
ship selection to a Valkyrie interceptor: 
its speed and manoeuvrability will give 
you an added advantage. This is also 
the first mission where you will 
encounter a new race of hostile aliens. 
Since your sensors won't be able to 
acquire a target lock on the new ships, 
it is recommended that you carry 
GTM-2 Fury missiles. These missiles 
are straight fire and don't lock onto 
your target: they do. however, travel 
at a fast enough velocity for you to hit 
a target in your reticle, if it is 
relatively close. During the mission the 
'unknowns' will attack and decimate 
the Plato: luckily an escape pod will 
eject and head for the jump node, your 



primary objective is to escort this 
craft to the node, despite the arrival 
of the unknowns. If you have equipped 
your ship with Fury missiles you may 
have a chance to kill at least one of the 
unknowns: this is quite difficult, 
however, since you will have to do it 
without the aid of your HUD. The best 
tactic is to drop in behind one of the 
unknown ships and continuously hit it 
with Fury missiles. 

Mission Six: 

Paving the Way 

This mission requires you and one 
wingman to escort the Galatea 
through an asteroid field. It is 
recommended that you change your 
ship selection to a Valkyrie interceptor: 
its speed and manoeuvrability will give 
you an added advantage. Also 
recommended are Fury missiles. The 
advantage is that the straight fire 
missiles are better equipped to take 
out asteroids and any possible Shivan 
fighters you may encounter. The key 
for this mission is to fly ahead of the 
Galatea (approximately 10900 or so 
units), turn and face toward the 
Galatea and destroy any asteroid 
heading for her. Near the end of the 
mission some Shivan fighters will arrive 
to harass the Galatea's departure. If 
you can keep the Galatea in good 
condition (greater than fifty percent 
health remaining) and you were able to 
destroy a Shivan fighter in the 
pervious mission, you will be awarded 
the Distinguished Flying Cross Medal. 

Mission Seven: 

Pandora's Box 

This mission requires you and your 
wing to gather reconnaissance on a 
Shivan cargo depot. As you approach 
the cargo several Shivan wings will 
jump in and most of the cargo will 
explode. Even though this mission is a 
trap, you must still gather as much 
information as you can. Order your 
wingmen to 'cover you' while you 
inspect the remaining Shivan cargo. 
The quickest way to do this is to 
target a cargo container and fly to 
within 150 units of it and come to a 
complete stop. Once you have 
inspected one container, select the 
next one and use your afterburners 
to move to within 150 units. Once you 
have inspected all the remaining 
containers, command will tell you to 
leave the area. 



Mission Eight: 

The Hammer and 
the Anvil 

In this mission, you are to escort 
three cargo ships to the Ribos jump 
node. During the mission, several 
wings of Shivan fighters will attack, 
targeting the cargo containers. To 
help ensure the survival of the cargo 
it is important that you assign one of 
your wings to protect whichever cargo 
ship is damaged the most. Since the 
Shivan fighters are concentrating 
almost exclusively on the cargo ships, 
you are free to engage the enemy 
fighters directly. As your cargo ships 
near the jump node, two wings of 
Vasudan fighters arrive to help you 
escort the cargo to the node. Be sure 
to position yourself behind one of 
these Vasudan fighter wings. Shortly 
thereafter, another Vasudan fighter 
will jump in and warn you that the 
Vasudan escort fighters are actually 
Hammer of Light fighters. Quickly 
dispatch these - once again, 
remember to assign your wings to 
protect the most damaged cargo ship. 
You only need to successfully escort 
one cargo ship, but if you manage to 
safely escort all three you will be 
awarded the Vasudan Alliance Medal. 

Mission Nine: 

The Darkness and 
the Light 

This mission requires you to destroy 
several wings on Vasudan Hammer of 
Light fighters and a cargo depot, as 
well as to disable and disarm the 
Vasudan Cruiser Ramses. Your first 
priority should be to quickly destroy 
the Vasudan fighters. About half-way 
through the mission a Shivan destroyer 
named Taranis will jump in and 
objectives will be to destroy the 
Ramses. It is not possible to save the 
Ramses. After the Ramses is destroyed 
your mission objectives will be to 
destroy any remaining cargo an leave. 

Mission Ten: 

First Strike 

Capturing and protecting the Taranis 
is a simple task with the proper 
preparation. A few modifications to 
the default ship selection and 
weapons load-out can really make a 
difference. Replace Beta wing's Apollos 
with Valkyries. The interceptors are 
better suited to covering Alpha wing's 
Athena bombers. Switch Gamma wing 
into Apollos - they'll be sticking 
around after the crippled Taranis is 
under Shivan attack, and the Apollo's 
extra staying power will help. Fill both 
missile bays of each Athena bomber 
with Stiletto bombs: this way the 
Taranis will be totally helpless with in 
minutes of Alpha wing closing with it. 
For Beta and Gamma wings, replace 
any MX-50s (which are practically 


useless at this stage in the game) 
with Furies. Lastly, switch out any 
ML-16 Lasers (also basically ineffective 
at this point) for more effective 
weapons (even Disrupters). 

For the mission itself, try to keep 
the wings together. Sending Gamma 
wing in ahead will get them shot up 
needlessly - you'll need them more later 
on. Don't forget to use your wingmen 
commands to have Alpha wing disable 
then disarm the Taranis. You'll find that 
with a few volleys of double-fired 
Stiletto bombs, it's something you can 
practically accomplish yourself. See to it 
that the engines go first, then the 
weapons sub-systems, then the turrets 
themselves. Once that's done, it's simply 
a matter of waiting for the Taranis to 
get tugged out. Rama and Visnu wings 
will warp in, wave after wave. To 
destroy the Taranis. give the order for 
all fighters to protect the Taranis. 
Concentrate on killing the Basilisks 
before the Scorpions in any given wave 
of fighters: not only can they do more 
damage than the smaller Scorpions, 
they are slow and easy to destroy. 

Chapter 2 

Mission Dne: 

The Aftermath 

Your primary job here is to safely 
escort three transports. This is a 
simple mission, so long as you 
remember two important key 
commands: 'E' and 'G'. 'E' will target 
the ships you're escorting: hitting it 
repeatedly will scroll through the 
three lota transports. 'G' targets the 
nearest ship that is attacking your 
target. Remember to always stay 
close to your charges. Use 'E' 
frequently to see where they are. even 
in the midst of dogfights. If you've 
strayed more than 1000 units away 
from them you're no longer helping 
them. Drop what you're doing and get 
back. When you new enemies warp in. 
target each of the lota transports in 
turn, using the 'G' command with each 
of them. Often times you'll find that 
an enemy wing isn't after lota at all 
and needn't be bothered with. When 
the Shivans do come for lota, however, 
remember to prioritise your kills. Any 
Shaitan light bombers should killed 
first, followed by the plodding, but 
well-armed. Basilisks and, lastly, the 
annoying Scorpions. Tempting as it 
may be to go after additional Shivan 
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targets, it’s more important to see 
the transports through. If you lose 
more than one, you'll be denied the 
opportunity to earn a medal in the 
following mission. At the end of the 
mission, once lota wing is under the 
care of the Pinnacle, you can go after 
any remaining bogeys. 

Mission Two: 

The Big Bang 

This mission requires you to protect 
the Asimov. The only problem is that 
you're scrambled in an Apollo with a 
ML-16 as one of its primary guns and 
MX-50s for missiles. If you did well in 
the last mission the Ravage will be 
present too. This makes things easier, 
if only because the Shivans will have 
another target to deal with and Ravage 
is armed and able to fight back. 

There are two things that will make 
this mission easier. First, be sure your 
Avenger isn't linked to the ML-16. The 
ML-16 is nearly useless against Shivan 
shields and will only slow the Avenger’s 
rate of fire. If you do plan on using your 
MX-50s. set them to dual-fire and only 
fire them after your target's rear 
shields have been destroyed. Second, 
prioritise your targets. The enemy will 
consist of Shaitan light bombers and 
Scorpion fighters - be sure to always 
destroy the Shaitans first. The 
Scorpions primarily fill the role of 
interceptor in this mission, firing upon 
you and your wing rather than the 
Asimov. It’s more prudent to stop the 
bombers, who represent the real 
threat to the Asimov's safety first. 
Saving the Ravage is a bonus objective 


that will earn you a medal and make 
the next mission a little easier. 

Mission Three: 

La Ruota Della Fortuna 

An assault on a HOL outpost turns 
into a Shivan ambush. The Galatea, 
coming to your aid. finds the situation 
only gets worse when two Shivan 
cruisers warp in. 

This mission is fairly 
straightforward: kill Shivans and make 
sure the Galatea takes as little damage 
as possible. To make this as easy as 
possible, go through the wings' 
weapons load-outs and replace any MX- 
50s with more worthwhile ordinance. 
When the Hellion Cruisers warp in. 
destroy Hellion 2, the Cain Class, first 
(it’s the much easier of the two to 
destroy). Don’t forget to use your 
wings effectively. Gamma wing's two 
Medusa bombers can be instrumental 
in sinking the Shivan cruisers quickly. 

Should the Galatea's hull remain 
above 50% integrity, you'll earn a 
medal and the next mission will be a 
bit easier. If you did poorly in the last 
scenario, the Galatea will warp in with 
battle damage (83% hull integrity 
instead of 100%). making this mission 
a little more difficult. Good luck. 

Mission Six: 

Shell Game 

This quick jump to check out the Eva 
turns into a rush to blow up some 
Shivan transports and freighters. 

There's little finesse required here, 
just out-and-out killing. Make sure 
you're quick to destroy the 
transports first. It's very difficult to 
stop all the freighters before some 
reach the jump node and warp out. 
but it’s not critical to the success of 
the mission. Having a disrupter to 
cripple their engine helps, but this 
requires having one from the last 
mission. Once the big ships are 
destroyed, there’s nothing left but to 
mop up the fighters. 

Mission Seven: 

Enter the Dragon 

Your two objectives here are to 1) 
destroy the Shakti and 2) disable the 
Arjuna Dragon so it may be captured. 

In contrast to some other 


missions. Alpha and Beta wing can 
handle the destruction of the Shakti 
and its surrounding fighters without 
your help, so take it upon yourself to 
disable Arjuna immediately. The 
Dragon is much easier to hit and 
cripple when it is chasing your 
wingmen about in its role as an 
interceptor, rather than when it's 
fleeing from all of them once the 
Shakti's gone. 

A few tips: make sure the engine 
sub-system is targeted. Try using an 
occasional missile to shear away some 
of the Dragon's shields. The custom 
Disrupters rate of fire is poor, so 
don’t attempt to bombard the Arjuna 
with shots and hope for a hit. Stay 
calm and choose your shots carefully. 
Once Arjunais crippled, you're free to 
help in the destruction of the Shakti 
and any other remaining Shivan 
vessels. If you can avoid calling in 
Delta wing, you will earn a medal. 


Mission Eight: 

Playing Judas 

This mission challenges you to sneak 
through enemy territory and scan 
various targets. 

The only real trick to this relatively 
straightforward mission lies in getting 
past Arjuna wing without being 
discovered. This is easily accomplished 
by thinking in three dimensions: 
simply hit 'u' to target the first 
unscanned cargo unit, then fly up and 
over everything in a large arc towards 
your goal. If you’re still feeling 
nervous, the use of the hot keys F11 
and F12 will give you the current 
locations of the sentry guns and 
Arjuna wing, respectively. 

Once near the jump node, you'll 
want to sit still and scan the ships as 
they jump in. Between scanning ships, 
try and scan the cargo units that were 
originally in the area. (Doing so will get 
you a medal!) So long as you don't stray 
away from a ship you’re scanning or 
of the 'ring' of cargo 
containers, neither Arjuna 
wing nor the sentry 
will ever give 
trouble, 
enemy will 



detect you when you attempt to 
centre the Lucifer’s docking bay. Just 
run until your warp drives are 
working again. Your shields should 
protect you from the few missiles 
that you can't evade until your warp 
engines repair themselves. 

Mission Nine: 

Evangelist 

Destroy the Eva! As daunting as the 
task may sound, this mission is not 
too difficult. The default selection of 
ships and weaponry is just right. 

As the mission starts, target the 
Eva’s weapon sub-system. Order Alpha 
wing to destroy it. Fly up under the 
'belly' of Eva (where the sub-system 
is) and launch double-fired Stiletto 
bombs into it until the sub-system 
blows. That done, un-target the sub¬ 
system and order Alpha wing to 
destroy the Eva. Double-fire Tsunami 
bombs into the Eva. You should make 
sure you call in the support ship 
before you're out of ammunition. 

The combination of the cover Beta 
and Gamma wings provide and your 
sneaky position on the 'underbelly' of 
the Eva (between its spur-like 
projections) should keep you relatively 
safe from attack. Should Shivan 
interceptors come hassling you, don't 
turn your attention away from the 
Eva any longer than it takes to snap 
off a Synaptic bomb. You can even fire 
Synaptic directly into the underbelly 
of the Eva, where they'll impact, do a 
modicum of damage, and the bomblets 
will still wrap around to fly behind you 
at attacking Shivans. 

Mission Ten: 

Doomsday 

This is more of a 'story' mission than 
anything else; there is no way to save 
the Galatea so the only valid mission 
objective is saving the escape pods. 

Be sure to stick close to the fleeing 
pods. Keep track of their location 
through the use of the Target Escort 
('E') key by targeting one and hitting 
'G' - target your target’s attacker; 
you can see who, if anyone, is 
attacking them currently. Remember, 
if no one is attacking the pods directly, 
don't wander off to garner kills. Try to 
stay no further than 1000 units from 
them at all times. Lastly, remember to 
prioritise targets, destroying the 
Nephilim bombers before attacking 
other Shivan ships. 
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As a side note, if you manage to 
save all the pods and take a beating in 
the process (less than 50% hull 
integrity at mission's end), you’ll be 
awarded a medal. In addition, you’ll 
gain access to a new primary weapon 
earlier in the game. 

Chapter 3 

Mission One: 

Exodus 

Your job in this scenario is to protect 
various groups of ships as they move 
from one jump node to the next. 
Frequent use of the ’Form on my wing’ 
(c, 3,7) and ’Engage the Enemy’ (c, 3, 9) 
commands will make sure your 
wingmen are where you want them. 

Use the Target Escort ("e"0 command 
to keep track of where the ships that 
need protecting are. Once near them, 
call your men to your wing. When an 
enemy is sighted, send them to engage, 
but be sure to have them gather 
around: you and your charges should 
group once the immediate threat has 
passed. Because the enemy warps in 
such small numbers, this method 
makes it possible to slaughter the 
Shivan cruisers, Cain and Abel, and they 
won’t last long against this strategy. 

When enemies appear to attack the 
Mecross, be sure to prioritise your 
targets, destroying the Nephilim heavy 
bombers before all other Shivan 
attackers. Should you successfully 
escort the Mecross and at least 80% of 
the other ships through this mission, 
all without calling for reinforcements, 
you’ll be awarded a medal. 

Mission Two: 

Last Hope 

In this difficult mission, you must 
stave off waves of enemies coming to 
finish off the crippled PVD Hope. 

The first thing to do is change the 
weapon systems in the Valkyries. Put 
Banshees in the side-mounted gun 
ports and a Prometheus in the 
bottom-mounted port. The other 
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major two keys to success are 
prioritising your targets and shooting 
down bombs. Remember that so long 
as the Nephilim heavy bombers are 
around, other Shivan craft function as 
escorts and interceptors. They will 
attack you primarily, not the hope, 
and should be dealt with only after 
the bombers have been destroyed. 

This mission will also require very 
frequent use of the Target Next Bomb 
(’b) key - you’ll be blasting away at 
Shivan Unknown Bombs like a maniac. 
There are simply too many bombers - 
at least one will always have time to 
fire their big payload, and the Hope is 
too wounded to take much of it, A 
good technique is to hit ’b’ after every 
bomber you destroy. Should you 
target a bomb, blow it up and make 
sure there aren’t any more before 
turning your concentration back to 
the bombers themselves. The Shivans 
can only fire mega-bombs, so you have 
some time to work. 

Two minor points: make sure the 
Isis repair is not destroyed. There is no 
chance of saving the Hope without it. 
Check its status in the escort window 
occasionally to make sure a Shivan 
isn’t attacking it. Also, when the 
Shivan cruiser warps in, remember 
that you do the same amount of 
damage to a ship (as a whole) whether 
you’re targeting a sub-system or not. 
As long as you’re plugging away at it, 
hit its engines and weapons systems- 
it will be a great help. 

Mission Three: 

A Failure to 
Communicate 

This installation defence mission quickly 
becomes an evacuation cover job. then 
returns to bring a defence mission. 

It is nearly impossible to save all 
pods, so hedge your bets and go with 
those most easy to protect: Escape 
One and Escape Four. With Cancer wing 
and Alpha wing already guarding these 
from the start, it’s not too hard to 
give them a hand and see the two pods 
to safety. Just remember to use your 
Target Escort command (the ’e’ key) to 
keep track of their location, and don’t 
get lured away from them (especially 
chasing down Shivan Dragons). 

When defending the Aquilea 
Communications Station, the two 
keys are prioritisation of targets and 
shooting down bombs. So long as the 
Nephilim heavy bombers are still 





operational, other Shivan craft will 
concern themselves with guarding 
them, not attacking the Comm. 
Station. Always destroy the bombers, 
which are the real threat to your 
charge’s safety, first. 

Also, remember to hit ’b’ 
frequently to target any incoming 
bombs. The Nephilim can’t fire off 
these bombs very quickly, so you have 
time to shoot down their ordinance 
before getting back to the bombers 
themselves. As difficult as it may 
seem, shooting bombs cannot be 
neglected. If your destroy a Nephilim, 
only to have it's payload strike the 
Comm, station moments later, the 
bomber has won its battle. 

Mission Four: 

Reaching the Zenith 

In this mission you are required to 
destroy a Shivan cruiser, and later, an 
Aten class Vasudan cruiser. Both 
objectives can be accomplished quickly 
and cleanly it you handle some of the 
bombing yourself. 

Try using an Athena bomber here, 
and letting the rest of Alpha wing fly 
cover for Beta’s Medusa bombers. Make 
sure you’ve got a Disrupter cannon, and 
fill both missile bays with Stiletto 
bombs. Alternatively, if you intend to 
engage fighters, take a few interceptor 
missiles as well as Stilettos. 

When the mission starts, target 
the Zenith’s communications sub¬ 
system and order Gamma wing to 
destroy it. Then order Beta wing to 
disarm the cruiser. Alpha will already 
have orders to guard Beta wing. Fly in 
with everyone else - stick together, 
so Shivan interceptors won’t be able 
to single anyone out. The combination 
of Alpha’s cover and Beta’s Synaptic 
bombs should keep all wings relatively 
safe. Destroy the Zenith’s 
communications system as soon as 
possible, to avoid having to deal with 
Shivan reinforcements. Once that’s 
done, switch Gamma’s orders to 
destroying the Zenith. Next, take out 
the engines, the weapons system, and 
then whatever turrets Beta hasn’t 
destroyed. Your Stiletto bombs should 
make all this easy. Finally, when the 
Zenith is completely helpless, order all 
fighters to destroy it. 

The Zenith should be sunk or 
seconds away from it by the time 
Benedict shows up. Reload your 
Stiletto bombs if need be. Have all 





FRIENDLY SHIPS ARE SHOWN IN GREEN AND 
ENEMIES ARE SHOWN IN RED 

ships fly up to the Benedict as a 
group. Use the same game plan; Beta 
disarms. Gamma destroys. Alpha flies 
cover, and you whizz around in your 
Athena destroying the engines, the 
weapon systems and the turrets until 
the Aten cruiser is killed. Killing the 
Benedict will also earn you a medal. 

Mission Five: 

Running the Gauntlet 

This is an escort mission, with the 
Lucifer popping in at the end for a 
little surprise. Ideally you destroyed 
the Zenith in the last mission, so the 
Shivan cruiser won’t be around to 
harass you here. 

The only real problem that this 
mission presents is the gap between 
Omega one and two. As soon as Omega 
one finishes with the Rosetta, it 
heads for the jump node, leaving 
Omega two behind. When the second 
transport finally heads for the node, 
there’s a sizable distance between the 
two of them. Be sure to assign at 
least one wing to hang back and 
protect Omega two. Keep an eye on 
both of them with the Target Escort 
key (the ’e’ key), making sure not to 
become so caught up in defending one 
transport that the other is blown up 
behind your back. 

Lastly, keep an eye on the Rosetta 
- usually the ship won’t encounter 
trouble before jumping out. but since 
its survival earns you a medal, be sure 
it makes it out of the system. 

Mission Six: 

Black Omega 

This scenario has you once again 
defending the lota transports (or 
transport, if you lost one in the 
previous mission), this time from the 
Hammer of Light. 

You will actually want your wingmen 
to ignore the Anvil until both transports 
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have safely made it to the jump node. It's 
nearly impossible to destroy the massive 
Typhoon class quickly enough to keep its 
fighters from destroying one of the 
transports. Keeping this in mind, switch 
most ships to fighters, make sure 
they’re armed for dogfighting, but have 
Disrupter cannons in to least a few of 
them (including your own). One or two 
bombers with plenty of Synaptic bombs 
can help defend the Omegas and will 
come in handy destroying the Anvil later. 

As the mission starts, assign two 
wings to defend Omega two and one 
wing to defend Omega one (you’ll find 
that aside from the Leo bombers. 
Omega one encounters few problems). 
Head straight for the Anvil and begin 
to work on destroying its weapon sub¬ 
system. This has three purposes: 1) 
HOL interceptors will attack you, 
rather than Omega two, 2) the Anvil 
will eventually train its turrets on 
Omega two, so blowing its weapon 
systems helps, and 3) when it’s finally 
time to destroy the Anvil you’ll have 
an easier time of it. 

Don’t forget to keep checking on 
the Omegas in your escort status 
window: you may need to break off 
from the Typhoon cruiser 
occasionally to go after 
interceptors. Once the 
transports have escaped, 
however, you 
can turn your 
attention 
to sinking 
the Anvil and 
earning your 
medal. 


Mission Seven: 

Clash of the Titans 

This mission is, in all likelihood, the most 
difficult of the entire game. The 
problem lies in that both the Tantalus 
and its Nephilim heavy bombers pound 
the Bastion mercilessly, and it’s hard to 
know what to concentrate on attacking. 

Try switching Alpha wing to 
Valkyries, arming them with Banshee 
and Prometheus Cannons and Phoenix 
missiles. The Valkyrie’s speed will be a 
great boon when racing about the 
Bastion, and the extra firepower will 
come in handy when punching 
through Nephilim bombers’ heavy 
shielding. Put Beta wing into Medusa 
bombers, equipping them with 
Synaptic, Stiletto and Tsunami bombs. 
Gamma wing’s default setup is good, 
but keep in mind that they won’t 
appear until late in the mission. 

Alpha wing, including you, needs to 
destroy the heavy bombers attacking 
the Bastion. Remember to prioritise 
your targets, going after the 
Nephilims and any bombs they fire 
(target these using the ’b’ key) before 
anything else. Meanwhile, have Beta 
wing’s Medusa bombers disable the 
Tantalus. Once the Shivan Demon can 
no longer turn, send Beta wing to 
destroy any 
turrets capable of 
firing on the 
Bastion. 

Between waves of 
bombers, try to 
destroy the Tantalus' 
turrets or its weapon sub-system. 
Once Gamma wing arrives, they can 
aid you in this endeavour. Eventually 
the bombers will peter out and you 
can concentrate on destroying the 
last great threat to the Bastion: the 
Tantalus. It’s worth noting that 
should you be good enough to see the 
Bastion through with more than 50% 
of its hull integrity intact, you’ll be 
awarded a medal. 



Mission Eight: 

The Great Tiunt 

This mission is a simple race to catch 
the Lucifer. The Bastion falls behind, 
so you must chase the Shivan super¬ 
destroyer down yourself. 

Your primary objective is to reach 
the jump node. What you'll want to 
do is stay to fight off the first few 
waves of Shivans. After destroying 
them, command will notify you that 
Ursa heavy bombers, armed with 
Harbinger bombs, are being deployed 
to assist in the destruction of the 
Lucifer. Once you get that message, 
make a beeline for the jump node. 

You must wait for the Ursa bombers 


attacker. You’ll want to periodically 
fire Disrupter missiles into the Shivan 
super-destroyer’s weapons to prevent 
its turrets from taking too great a 
toll on attacking ships. Once the first 
reactor explodes, move on to the 
second one, using the same game plan. 
Keep as many ships as possible 
attacking a reactor at all times. The 
sheer number of friendly ships 
working in concert should ensure the 
Lucifer’s quick demise. 


the order repeatedly (this will call 
back Al ships that have wandered off 
to fight the Lucifer’s escorts) and 
attack the reactor yourself, pausing 
to chase off the occasional Shivan 


to be deployed before fleeing. If you 
finish the mission without them 
having been sent out, you’ll find 
yourself facing the Lucifer without 
them in the next mission. 

To make your escape, put all your 
power into your engines. Aim for the 
jump node and GO! Slam the throttle to 
full, and just keep hitting the 
afterburners. You may periodically have 
to throw some power into your rear 
shields: they won’t recharge with all 
your power in your thrusters, and some 
enemies will take pot-shots at you while 
you race by. Try using the Accelerate 
Time command to hurry things along. 
Don’t stop until you reach the node: 
once inside, you’ll automatically warp to 
the next and final mission. 

Mission Nine: 

Good Luck 

The final mission is to destroy 
the Lucifer. 

As bad as it sounds, this mission is 
not too difficult. The key is not to waste 
time attacking Shivan interceptors, the 
Lucifer’s turrets, or anything else that 
is not directly related to the destruction 
of the reactors. 

Target the Lucifer's first reactor. 
Order all fighters to attack it (’Attack 
my sub-system'). Continue to issue 
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Commanding a squad of crack troops in battle is never an easy job. Fitting the 
right weapons, the right Mechwarriors with the right Mechs and choosing the 
right Mechs for the right battles are all things that need to be considered. 


Operation 1: 

BEACHHEAD 


Q or your first mission you 
will need to establish a 
beachhead on Port Arthur. There has 
been considerable action in this area 
and one of your forward groups has 
ceased contact. Their status is 
unknown, and it is up to you to 
search out any remaining units 
during your missions. 


1.1: Liberate the 
Work Camps 

This is a rather easy mission to ease 
you into the game. Enemy resistance 
is minimal and you should have no 
problems dealing with the two Mechs 
and handful of armoured cars. You 
don’t need to take all three of your 
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allocated start Mechs, but you may 
have trouble with the Uller near the 
end if you don't. 

From your drop point, start 
heading south and take a look at your 
map. Head towards the first marker 
and take out any armoured cars you 
meet on the way. As you approach the 
first camp a fuel truck will approach 
you - if you blow this up when it is too 
close you will almost certainly destroy 
one of your Mechs. In actual fact you 
don't even need to attack it, so don't 
unless you are sure you are far enough 
away. One good thing about blowing 
up the fuel truck is that you may 
destroy the gun turret at the same 
time. Enter the camp and destroy the 
natural gas tower and the HQ to 
complete the first mission objective. 
Head directly south from the camp to 
the next marker where you will find 


the garrison buildings along with the 
first enemy Mech of the game. Head 
straight into the compound and 
attack the laser turret before 
concentrating on the Commando A - 
even with only two Mechs you 
shouldn't have any trouble in taking 
this baby apart. Once the Commando 
is dust, attack the three buildings 
marked as garrisons and the second 
objective is complete. From the 
garrison compound, head south east 
to find a small town, there is nothing 
to be gained by destroying the town 
so just get onto the main street and 
follow it northwards. When you are 
near to the next marker on the map, 
leave the road and head slowly 
towards it, as soon as you see the 
Uller waiting nearby attack it with as 
much force as you can muster and 
keep at it until it is destroyed. The 



KEY STRUCTURES WILL NEED TO BE 
DESTROYED ON MOST MISSIONS 

Uller is a fine Mech and any chance of 
salvage should be jumped at. To 
increase your chances you should wait 
until it is almost destroyed and then 
leave one Mech to finish it off. This is 
a bit risky as it means the Uller has 
more chance of destroying that Mech, 
but it is well worth the risk if you 
salvage the Uller. 
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CHOOSING THE BEST WEAPONS FOR 
FACH BATTLE Wll I PROVE ESSENTIAL 

Once the Uller is history, head into 
the camp and destroy the HQ to finish 
the mission. 

1 , 2 : 

Rescue Captured Pilots 

This is a very different mission to the 
previous one and you will encounter 
many enemy units. In fact, more than 
you can safely defeat. It is therefore 
a good idea to pick your battles 
carefully and not risk losing all of 
your Mechs. If you were lucky and 
managed to salvage the Uller from 
the last mission, it is a good idea to 
deploy it on this mission. Couple it 
with two Commandos and you will 
have a decent force. 

You will start in a small clearing 
surrounded by trees. Blast your way 
through the trees next to you and 
leave the clearing as quickly as 
possible. Immediately head south-west 
along the road, remembering to take 
your ARC with you. Follow the road and 
destroy any vehicles you come into 
contact with along the way. You need 
to look out for tanks coming from 
behind as there is a base at the top of 
the road which will periodically let 
out three or four vehicles. You will 
eventually reach a bridge - cross this 
and destroy it after you (this will stop 
any adventurous enemies sneaking up 
on you from behind). Head south from 
the bridge and towards the first 
marker. This is the field camp - charge 
into the camp and attack the striker 


and the J. Edgar before sprinting after 
the HQ vehicle and commandeering it. 
Walk back down to field camp and take 
the supplies from the large grey 
container. This completes the first 
two of your objectives. 

You now need to head northeast 
towards the next marker on your map 
- this is the prison barn which 
is guarded by two 
Commandos. Leave your ARC 
well out of the way 
and attack the 
Commando W 
first. When it is 
destroyed, 
concentrate on 
the other 
Commando until 
it too is in bits. 

Once it is safe, 
bring in your ARC 
and rescue the 
prisoners from the 
barn to complete your 
next objective. Quickly 
take all of your units 
up to the extraction 
point and complete 
the mission. 

1,3: 

Recover 
the Raven 

This is a difficult mission and you will 
need to think carefully about which 
Mechs to take and how to equip them. 
There are loads of enemy units in 
every area of this map and caution is 
needed unless you wish to fight them 
all (and believe me, you don't). Luckily 
you have access to some air strikes, 
but you will probably need these for 
the last section of the mission. Take 
the Uller if you have it and accompany 
this with three small, fast 
Commandos or Firestarters. If you 
have the credits you might want to 
think about buying a newly available 
Centurion Mech. as it will come in 
handy for this mission and many of 


the subsequent missions. It is 
also a good idea to equip one 
of your Mechs with nothing 
but long range weapons. 

From your start point, 
collect the supplies and 
move away from the bridge. 
Don’t try to cross it as 
you will be blown up by 
the air strike that is 
about to happen. Follow 
the path north-east, through the 
trees until you see a fuel depot. 

Stop as soon as you see it and edge 
your long range Mech forwards until 
the units nearby are activated. Once 
they are amongst the fuel, shoot 
the barrels and you will destroy all 
of the units. Turn to the left and 
cross the bridge, follow the road 
along and you will come to a 
concrete area. There are some 
supplies to be had here, but there 
are also two Commandos. Attack 
the Commandos and collect the 
supplies when they are scrap - the 
Commandos usually concentrate on 
one Mech at a time, so one of your 
units may well be in pretty bad 
shape by the time they are 
destroyed. If so you may want to 
leave this one out of any future 
battles until you reach the last area 
of the mission as you will need all 
the firepower you can muster. 

You now want to head north west. 
Keep an eye on your map and try to 
avoid the strikers that are patrolling. 
Once you are past these head up the 
coast and you should come across 
the Raven. Touch the Raven with one 
or more of your Mechs and it will 
power up - it is now under your 
control. Head back the way you came 
and get back onto the road, follow 
the road along to the concrete area 
where you met the Commandos. 
Follow the edge of the water up and 
around (you will need to burn down 
some trees to do this) and head down 
the coast. You will soon come to an 


area guarded by laser turrets - 
either destroy all of these or capture 
the control tower, then collect the 
supplies from the crates. You can 
now follow the road down. You will 
soon come to a destroyed bridge and 
a fuel depot. As soon as they are in 
sight stop and move the Raven out of 
the way to the north, then edge one 
of your Mechs forward and you will 
meet the Mad Cat Mech. 

This is the hardest bit of the 
mission and you will need luck as 
well as skill to survive it. Start to 
attack the Mad Cat and try to hold 
it in one position - now is the time 
to use those air strikes you have 
got. If the Mad Cat is moving about 
lay down two air strikes, trying to 
cover the area in which it is moving. 
If all goes to plan the Mad Cat 
should be blown to bits, if not you 
still have a heavy strike to try 
again. Be careful when trying this 
tactic or you may blow up your own 
Mech if it is too close, although it is 
a small price to pay as you would 
almost definitely lose one or more in 
a toe to toe fight. You may be lucky 
and manage to salvage the Mad Cat, 
but more than likely it will be blown 
to pieces. Once the Mad cat is dead 
it is just a case of heading along the 
road to the extraction point, killing 
the Saracen unit along the way and 
collecting any supplies you see. 
There are other areas on this 
mission but you run the risk of 
being badly mauled if you try to 
explore them all. 
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1.4: Destroy the Clan 
Administraiion Building 

Your task on this mission is locate and 
destroy the Admin building which is 
inside a well defended base. You will 
need to get past the perimeter laser 
turrets as well as the wall before 
tackling the inner defences, which 
include SRM carriers. J. Edgars and an 
Uller Mech. Your drop weight limit is 
200 tons, and you will need to use all 
of this up - try to take a medium 
weight Mech as well as the lighter, 
faster ones to balance up your forces. 
Also remember you have three small 
air strikes. 

Your drop point is near to the 
support building, and you will need to 
destroy some attacking forces almost 
straight away. Once these small units 
are destroyed, decide which two 
Mechs to leave defending the base and 
move your other Mechs directly east. 
Your sensors will soon pick up some 
Saracen missile carriers - seek and 
destroy these pests and then head 
south east along the coast. Eventually 
you will come across a small scout 
group consisting of two SRM carriers, 
a J. Edgar and a Uller - quickly attack 
the SRM carriers with the majority of 
your force and send one Mech to 
destroy the J. Edgar before it can 
alert the base. Once these smaller 
units are dust, concentrate on the 
Uller and destroy it. 

Re-group and head over the bridge 
towards the camp. You should have a 
certain element of surprise as you 
approach the base, so strike hard and 
fast. Take out a couple of the 
perimeter turrets and then blast a 
hole in the wall. You should now be 
able to see most of the base, so use 
your air strikes to attack the admin 
building as well as the three vehicle 
barracks (attacking the vehicle 
barracks will stop the majority of 

enemy vehicles powering up 
and attacking). 




Quickly finish off the admin building 
and then assess your damage. If you 
think you can take on the rest of the 
enemy force and want to go for the 
supply containers then do so. 
otherwise head back out of the camp 
and across the bridge. 

Follow the coast back up to the 
support camp (this may be about to 
come under attack from a small group 
of enemy units) and protect it if you 
need to. Move all of your units to the 
marked extraction point and the 
mission is complete. 

1.5: Defend Two Farms 
from Attack 

A small resistance group in the 
Vanderhome region is under attack 
from a number of small Smoke Jaguar 
strike forces - you must defend the 
two farms that house the groups 
from attack. Each farm consists of 
four buildings, and at least one 
building on each farm must survive 
for the mission to be a success. This 
area is heavily forested and a mine 
layer is recommended to help seal off 
possible attack routes. You can take 
up to nine Mechs if you have them 
plus the minelayer, and it is 
recommended you use as much of 
your drop weight as possible. 

From you drop point, head south 
through the pass and into the first 
farm area. Use your minelayer to 
mine the pass you just came 
through and then move it down to 
the pass at the south of the first 
farm - this is 

where 
the first 
attack will come 
from. Once the pass is 
mined, move the minelayer 
over to the other farm along with 
all but two of your Mechs. Leave 
these two Mechs to clean up 
anything that gets through. If you 
have any Mechs at drop point 3. now 
is the time to move them up to the 
farm area. When you get to the 
second farm, spread your Mechs out 
along the southern side to defend 
against the next attack. Next get 
your minelayer working to lay mines 
all the way around the farm. Once 
the farm is encircled by mines, 
move the minelayer over to the 
north west to a gap in the tree line 
- mine this area and then send your 
minelayer back to the farm. Your 




Mechs should be cleaning up the 
remains of the second attack. The 
third attack will soon come from 
the north west area you last mined. 
In the meantime re-mine the 
southern area. If you have time, 
mine the area just north of the 
second farm a bit more, if not 
position two Mechs up there. The 
main attack will then start - many 
of the small units will be destroyed 
by your minefield, but a Hunchback 
will almost certainly get through. 
Concentrate most of your 
firepower on this but keep a look 
out for the two LRM carriers that 
come from the north. This battle 
will last a while, and when it is over 
you should use the time to re-mine 
the southern area. You will hear 
explosions coming from the 
direction of farm 1, but as long as 
you have mined the first pass you 
came through at the beginning of 
the game you will be okay. 

You need to get ready for an 
attack from the south of the second 
farm. Two Ullers, a Firestarter and a 
Cougar will all attack at the same 
time, so be ready for them with two 


balanced groups of Mechs. If you can 
see them coming you can try to drop 
an air strike on them before they 
reach the farms. To do this you need 
to guess the way they will run and 
position you air strike ahead of them 
so they run into it. If they do get 
through, try to keep all of the Mechs 
occupied as they will go straight for 
the farm if you let them. Once this 
threat is snubbed out the mission is 
successfully over. 

1.6: Liberate the Kaio 
Industrial Zone 

This is the final part of the first 
mission and is quite a bit tougher 
than the previous ones. Clan and 
Bondsman forces have entrenched 
themselves in the mountainous 
Weimar region, and it is up to you and 
your force to lead the assault on this 
position and free certain approaches 
vital to the following missions. There 
are various paths you can take 
through this mission, but on all but 
one of them you will meet 
considerable resistance. It is this 
'safe' path that we recommend you 
take. It follows the southern 
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coastline and is totally unguarded, 
allowing you to strike the enemy 
base with full power. Take all of your 
heavy hitting Mechs as well as the 
smaller faster ones (your drop 
weight limit is 300 tons, so you have 
plenty of space). 

From your start position, head 
towards the southern coast and 
start to follow it along, eventually 
you will come to the edge of the 
enemy base. Blast a hole in the wall 
and get all of your Mechs through it 
as soon as possible. Once inside the 
base you will have a couple of SRMs 
and four J. Edgars to defeat. Once 
the path is clear move slowly 
southwards through the base to 
encounter the main force here: 
several Firestarter Mechs. Take 
these on one at a time and you will 
eventually whittle them down. The 
remaining survivors will then do a 
runner - follow them, shooting all 
the time, and they will lead you to a 
Catapult Mech. Finish off the 
stragglers and send one or two 
faster Mechs off to the northern 
area of the base to collect some 
supplies. With the rest of your force 
concentrate on the catapult and 
destroy it. This will not be easy, but 
eventually it will topple. Once all of 
the enemy Mechs are destroyed the 
mission is yours. 


Operation 2: 

SKYHOOK 

Operation Skyhook requires you to 
disrupt the Clan's supply and 
communication lines. You will need 
to intercept different transport 
units and destroy bases and 
communications systems. These 
missions are much, much harder 
than the previous ones and should 
be handled with all the skill and 
expertise you have learned so far. 

2.1: Escort Hunchback 
Mech to Safety 

The aforementioned Hunchback has 
obtained details of enemy 
communications and supplies. 
Unfortunately she has got herself 
trapped on the opposite side of a river 
to you and is being tracked by enemy 
forces. It is up to you to move down 
your side of the river and escort the 
Mech to the extraction point at the 
bottom of the map. There are three 
bridges - two are man-made and one 
is a natural land bridge. The man¬ 
made bridges are easily destroyed so 
you will probably need to go all the 
way down to the land bridge. Heavy 
Mechs are recommended for this 
mission as speed is not a major factor. 

As soon as you start you need to 
move the lone Hunchback away from 
its start point. There will soon be 
several enemy units swarming over 
the area, and the less of a beating the 
Mech gets the better. Move south east 
quickly and follow the road down. Try 
to find a safe spot near to the T- 
junction and power down (page down). 
Now move your main force along the 
river until you encounter some 
Saracens and a Spotter - take out 
these as quickly as possible and 
get ready with an air strike. There 
is another Spotter on the other 
side of the bridge, and if you 
destroy it quickly the bridge will 
stay intact and you can simply bring 
the Hunchback over it to join the 
rest of your force. If you do manage 
this, head directly south and 
circumnavigate the city - you will 
probably encounter a few Saracens 
but they should offer you no trouble. 
Finally, make your way to the 
extraction point and finish. 

However, it is more likely that the 
bridge will be damaged and you will 
need to continue along the coast to 
the next one. This bridge is more 
heavily defended and the chances of 
keeping the bridge intact are even 
smaller. If you do manage to save the 
bridge, simply move the Hunchback 
along the opposite bank and follow the 
same route as was previously detailed. 
The third option is by far the hardest 
and you will need to head down to the 
land bridge and cross it. from there 


you will have to engage at least one 
Mech - maybe four. Once these Mechs 
have been taken care of. move the 
Hunchback down to your position and 
escort it back across the land bridge 
and down to the extraction point. Give 
the city a wide berth, whichever route 
you take, as it has some powerful 
Mechs amongst the buildings. 

2.2: Destroy Local 
Power Generators 

Your job in this mission is to destroy 
two generators that power factories 
that are being used by the enemy to 
manufacture parts and fuel. The 
generators are positioned along the 
Ai-Ki river. This is a fairly easy and 
straightforward mission and should 
offer you no real problems. However, 
there are a few areas that may give 
you some grief, and if you wish to 
collect the plentiful salvage in the 
area then care and skill is needed. 
Heavy, powerful Mechs are best for 
this mission and the Hunchback He you 
rescued from the last mission is 
definitely worth looking at. 

From your drop point, head north 
away from the road and avoid a pair 
of Bulldogs. Proceed north until you 
come to some containers guarded by 
several small units. Destroy the SRMs 
and other vehicles before collecting 
the supplies from the crates. From 
here head north east and attack the 
lone Centurion and destroy it. Collect 
the supplies and head south. Another 
container, this time guarded by three 



Harassers. waits, and after defeating 
the guards, collect the salvage and 
turn back the way you came. When 
you reach the coast, follow it east and 
you will eventually come to a bridge - 
just past this is the first generator. 
The generator is guarded by a 
Catapult Mech, and you will need to 
rush it with all your force to take it 
out quickly. Once the Mech is scrap, 
turn to the generator and let rip on it. 
With the first generator destroyed 
you can now cross the bridge - 
destroy any opposition you meet 
along the way and turn directly north 
when you leave it. The second 
generator is guarded well by a 
Hunchback, a Bulldog and some SRMs. 
Have most of your force concentrate 
on the Mech while the others clear 
out the powerful Bulldog and the 
SRMs. Once this battle is over the 
generator is yours for the taking and 
the end of the mission is nigh. 

2.3: Destroy the Convoy 

As the name suggests, your task on 
this mission is to take out a lightly 
armoured convoy on its way to a 
enemy base. However, before you can 
take out the convoy you will need to 
make your way down to a point where 
you can cross the river that 
separates you and said convoy. Mechs 
with jumping ability are recommended 
in your mission briefing, but you don’t 
really need to bother as you can just 
as easily travel down to the south 
eastern corner of the map, cross the 
bridge and intercept the convoy 
there. As long as you keep moving the 
convoy shouldn't overtake you. 

Head south east down the map 
and plough through the group of 
tiny Savannah Masters you meet. 

You don’t even need to stop for this 
as you will have plenty of time to 
destroy them just walking past. 

Next you will come to some sensors 
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- these will alert several units 
including Bulldogs. Strikers and 
Harassers. Concentrate your fire 
and you will soon be free to 
continue. Follow the path into the 
city and collect the supplies along 
the way. Head straight through the 
city, taking out LRMs as you come to 
them. As you leave the city you will 
see the road is flanked by fuel 
barrels - shoot these from a safe 
distance. Continue along the road 
and take out the Spotter as soon as 
you see it. Once it is safely 
destroyed, take out the less 
powerful Striker. Capture the 
nearby supply depots and head 
south. As you approach the bridge 
you will be confronted by two SRM 
carriers and a Rommel - destroy all 
of these and cross the bridge. 
Destroy the units on the other side 
of the bridge and take the road 
north until you reach a narrow 
canyon - this is a perfect place to 
take on the convoy so just wait for 
them to come to you. Use your 
camera drone along the road to the 
north so you can accurately use your 
air strikes on the advancing units. 

As soon as the first vehicle appears, 
attack it. This will be a Spotter, and 
you don’t want it to start calling air 
strikes of its own. so act fast. From 
then on your main objective is to 
take out the trucks, and as soon as 
they are all destroyed the mission is 
over. Keep an eye out for trucks 
trying to sneak past as it only takes 
one to reach the base for the 
mission to be over. 


S 

TS 



2.4: 

Destroy The Hyperpulse 
Communications Dishes 

Intelligence reports suggest that the 
Smoke Jaguars are planning to send a 
message for more units to be sent. 
This message will be sent from one of 
two Hyperpulse Generators. Your task 
is to destroy the generators before 
the Jaguars get chance to use them. 
This, however, is not a simple task, as 
the generators are heavily defended 
and getting to them will be a major 
problem. This mission is timed and 
speed is important, although not so 
important as to govern which Mechs 
to take - you can easily keep within 
the time limit as long as you don’t 
dally. Heavy, well powered Mechs are 
recommended, and if you haven’t 
already done it. buying a Atlas should 
also be considered. You have a drop 
weight limit of 400 tons, and you 
should use as much of this as possible. 

From the drop point, head north 
east along the road and enter the 
city. Keep all of your forces together 
and concentrate your fire on each 
enemy as you encounter them. There 
is a supply crate in the bottom left 
corner of the city if you want it. 
although getting this will mean 
fighting more units than you need to. 
Continue through the city until you 
meet the Uller and the Cougar. Stop 
and fight these two Mechs and the 
accompanying vehicles before 
continuing up to the base. Take out 
the turret and then blast a hole in 
the wall, capture any buildings and 
supplies you can whilst finishing off 
the remains of the defence force (you 
may need to use one of your air 
strikes to do this). Once the area is 
clear use your other air strike on the 
first generator and finish it off with 
your Mechs. Move to the second 
generator when the first is 
destroyed and attack it. Once this 
second generator is out of action the 
mission is over. 


•It 


The is another viable way to do 
this mission which requires more 
speed. From the start point, head 
south west from your start position 
and follow the path through the 
trees. Make your way around to the 
back of the base and blast a hole in 
the wall. Quickly take out the 
barracks to stop some of the 
unmanned units powering up and then 
quickly attack the generators first 
with your air strikes and then with 
your Mechs. The only problem with 
this method is that it means you will 
take on a large group of Mechs and 
vehicles all at the same time, rather 
than taking them on in small groups. 

2.5: Intercept the Train 

There is a valuable Jaguar supply train 
moving through the area. It is being 
escorted by several battle Mechs and 
other assorted units to the Jaguar 
base, and it is your job on this mission 
to take out the train using any means 
available. The guard for the train is 
comprised of fast and hard hitting 
Mechs - it is therefore recommended 
that you use even harder hitting 
Mechs. There are eight slots in your 
drop ship and you should try to fill 
them all, although the weight limit is 
only 240 tons, so you might use that 
up before they are all filled if you are 
taking heavy Mechs. 

From your start point, head south 
until your sensors pick up some 
enemy units. Head towards them and 
engage them in battle. Once all of the 
Rommels are destroyed, head over 
the bridge and follow the road onto 
the train tracks. Follow the tracks 
northwards and find a suitably open 
place to wait for the train. After a 
short while the train will arrive along 
with its escort. The first thing you 
need to do is stop the train, and 
shooting the engine will do this. Once 
the train has been brought to a halt 
you can forget about it and 
concentrate your fire on the Mechs. 


Tackle one Mech at a time and 
gradually work your way through 
them. When you see one of your 
Mechs getting battered, move that 
Mech to the rear of the fight so as to 
spread the damage rather than risk 
losing a Mechwarrior. This is a hard 
battle and more than likely you will 
lose a Mech or two, but if you are luck 
you may just get through it with all of 
your Mechs still standing. Once all of 
the enemy Mechs are destroyed you 
can turn to the train and set about 
blowing up all of the remaining 
carriages. As soon as the last one is 
blasted the mission is finished. 

2.6: Capture and 
Defend the Base 

Your job on this mission is to attack 
and capture a enemy base in Serpent 
Bay, and then once this is done you 
need to defend the same base from 
counter-attack from the enemy. Your 
drop weight limit is 400 tons, so you 
have plenty of room to take the Atlas 
you should now have purchased, along 
with a few other hard hitting Mechs 
and at least one fast Mech. There is a 
time limit but you don’t need to 
worry about it unless you really 
dither at the start. 

Gather your two force groups 
together and immediately head 
towards the base which is visible on 
your map. Circumnavigate the base 
around to the north western side 
and charge inside. Split your Mechs 
into two groups and send one to 
tackle the Uller standing guard over 
the HQ and to capture the turret 
controls (the turrets will then work 
for you and will attack the enemy). 
With the other group clear out all of 
the smaller units inside the base and 
capture all available supplies. Once 
the base is clear, capture the HQ and 
start to set up your Mechs in pairs 
at each of the entrances. It is now 
just a case of standing your ground 
and being ready for each attack as it 
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must reach their destination intact. 
You will start quite close to the 
ambulances and after a short they 
will move off. The enemies you meet 
will normally come from the front, 
but near to the end your rear is also 
attacked. With a drop weight limit of 
150 tons, it is a good idea to take 
several smaller, faster Mechs rather 
than two heavy slow Mechs. tillers and 
Cougars are good. 

From your start position in the 
north east corner of the map. 
leave the ambulances and follow 
the road down. The first enemies 
you meet are two Firestarters and 
a Commando - focus on one at a 
time and you will soon clear them 
away, continue down the road and 
deal with the two Rommels just to 
the east of the path. Once these 
are destroyed, head directly west 
and perform a swift attack on the 
two Aerospace Spotters before 
they can call up any strikes. Once 
they are destroyed, continue down 
the road and follow the road 
around. At the next corner are 
some pop-up turrets, take these 
out one at a time and enter the 
city. When you reach a line of 
barrels across the road, shoot 
them and then shoot the line of 
trees that flank the road - out of 
these will swarm 
lementals. When all of the 
elementals are dead, continue 
down the road and charge at the 
two LRM carriers. At the next 
corner you will be attacked by 
some tillers - take these out as 
quickly as you can and wait here 
for the ambulances. When they 
rrive they will be attacked by a 
Cougar - destroy this and head 
fter the ambulances. Proceed 
lad and destroy the armoured 
cars and the Vulture Mech. 
From here on it is plain sailing 
to the extraction point and 
the end of the mission. 


comes. The attack generally comes 
from one side at a time, so if your 
two Mechs on that side are being 
swamped, you can safely move two 
from the adjoining side to help or 
use one of your four air strikes to 
take out units before they even 
reach the base. Move your Mechs out 
to meet the enemy so as to keep 
them as far away from the base as 
possible. The mission is over when 
the last unit is destroyed. 


Operation 3: 

VANGUARD 

This is by far your hardest set of 
missions to date. Yankee company has 
been severely damaged and is in the 
process of repairing its battle weary 
units, so it is up to you. Zulu company, 
to strike into clan territory and 
liberate the city of Affendale while the 
clans are napping. 


3.1: 

Escort Medical Convoy 

Your job on this mission is to escort 
and defend a convoy of ambulances 
carrying urgently needed supplies to 
one of your field hospitals. There are 
five ambulances to defend 
and at least two 



3.2: Destroy Enemy 
Command Unit 

Your job in this mission is to take 
control of a Jaguar repair base and 
take out two manufacturing plants 
inside. Once this is done you need to 
wait in the base and destroy the 
Majors command unit when it arrives 
for repairs. Getting to the base and 
taking it over is easy, as is destroying 
the two plants, but the attack from 
the Majors force is hard, and it is 
recommended that you take your 
most powerful Mechs. You have a 
drop weight limit of 300 tons and you 
have eight slots to fill - this gives 
you plenty of room to bring a 
powerful force. 

From your drop point, head south 
and enter a small base, attack the 
various vehicles, focusing primarily on 
the Aerospace Spotter, send one Mech 
after the fleeing HQ and stop it before 
it can get too far. Once you catch it, 
the repair base will become visible on 
the map. Head south west and look for 
the small, lightly defended turret 
power generator. Destroy all of the 
turrets around it and then leave one 
small Mech behind while you head west 
and then north to the base. Wait 
outside the west entrance and get the 
Mech you left behind to destroy the 
turret power generator. As soon as it 
has done this you can enter the base 
without worrying about the turrets. 
There are several Mechs inside the 
base, including tillers and Condors - 
attack these and destroy them, then 
move around the inside of the base 
capturing turret control towers. Bring 
your lone Mech over from the 
generator and prepare for the big 
fight. Capture the two repair bays and 
use them to repair all of your Mechs 
while you are waiting. The Majors 
command unit approaches from the 
south west and enters the base 
through the south gate - you may 
want to use your air strike on the 


approaching unit to give you more of 
an advantage. Let the turrets do as 
much damage as they can and start 
to attack the unit before they can 
destroy any of the turret control 
towers. Keep them in the southern 
portion of the base as this is where 
the most missile turrets are 
concentrated. Once the whole unit is 
in bits, you can repair any Mechs that 
need it and destroy the two industrial 
complexes to finish the mission. 

3.3: 

Capture Enemy Convoy 

The Clan is moving seven supply 
trucks loaded with valuable cargo 
through the Kenuk river region near 
Affendale. It is your job to capture as 
many trucks as possible and increase 
your chances of a successful attack 
on Affendale. The easiest way to do 
this is to cut down the possible escape 
routes of the convoy by destroying 
the bridges they need to cross on two 
of them and then wait somewhere 
along the third route and ambush 
them as they approach. Your limit is 
300 tons, and we recommend you take 
a mix of medium and heavy Mechs for 
group one and two and then one small, 
fast Mech for group three. 

Group one and two start next to 
each other, while force group three 
starts on the other side of the river. 
Take the small Mech in group three 
and head up the nearby road. Follow 
the road up until you see the bridge. 
Next send it back to its original drop 
point and from there send it to meet 
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up with the rest of your Mechs. You 
can now use two air strikes to 
destroy the bridge. Meanwhile move 
the rest of your Mechs south until 
you reach the edge of the enemy 
base - stop here and wait for the 
other small Mech to catch you up. 
Enter the base and take control of 
the cannon control tower before 
taking out the rest of the laser 
turrets and the two Rommels. 
Collect the component container and 
then leave the base. Head north 
west and destroy the central bridge 
with concentrated fire and then 
move all of your Mechs south 
through the base to the last bridge. 
Cross the bridge and destroy it 
behind you. Now the only route the 
convoy can take is the southern 
road where you will be waiting. Soon 
they will arrive and you can take 
their guards out leisurely before 
capturing the trucks. They come in 
two groups so don't wander off 
after the first group as it only takes 
one truck to get through for the 
mission to be a failure. 

3.4: Liberate 
Re-education Camp 

Your job here is to rescue some loyal 
inner sphere warriors from a re¬ 
education camp deep in the Mayan 
Canyons. The canyons are famous for 
their maze-like structure, so this 
may hinder your mission. You will also 
need to defend your own base from 
counter-attack. Your drop weight is 
425 tons, so you have plenty of room 
to take some powerful Mechs to 
defend your base and some smaller 
faster Mechs to head up to the 
enemy base. 

From where you start, send your 
two defence Mechs west to the base 
and set them to defend. Meanwhile 
send your other five or six Mechs 
north towards the top of the map. At 
the top left corner of the map you 
will meet three tillers and 
two LRM carriers - destroy 
these and then head east 
until you come to the enemy 
base. Around the same time 
you meet the tillers, your ^ \ V 
base will be attacked by 
two Cougars and two^ 
tillers - send your 
two defence Mechs 
out to meet them and batter 
them with your heavy 



weapons. You may also get the chance 
to use an air strike on them as they 
tend to stick close together in a 
group. Once your base is safe you can 
proceed to attack the enemy base. 
Charge in and attack the turret 
control tower first. Once the turrets 
are disabled-you can concentrate on 
the Mechs and other units in the 
base. As always, use concentrated 
fire and you will eventually clear the 
base. Now simply capture the HQ and 
the mission is yours. 

3.5: 

Defend Allied Supply Base 

A large Clan force is marching on a 
important supply base near the city of 
Affendale. Your defences there are 
minimal and your unit has been called 
upon to bolster the force and defend 
the base from the onslaught. Your 
drop weight limit is a massive 480 
tons, so you know you are in for a big 
battle. Take Awesomes and Atlases 
fitted with the hardest hitting 
weapons you can muster. You are also 
given control of a Minelayer and two 
Pegasus scout tanks. 

From the drop point, head north 
get all of you units 
inside the base. 

Take the 
Minelayer and 
head out of 
the north 
west gate 
and along the 
road. Mine all 
the way along the 
road until you 
reach the bends, 
then bring it back 
into the base and 
lay mines from 
the gate to the 
intersection near 
the sensor control 
tower. Once this is 
one. mine the 


areas around your important 
buildings. You will now see your first 
action of this mission as four 
Firestarters attack from the 
northern edge of the base - intercept 
them and stop them before they 
destroy the essential repair bay. Once 
the Firestarters are gone, split your 
Mechs into two groups -one group 
should have five in it and the other 
should have three. Both groups need 
at least one big Mech in them. Send 
the bigger group down to the eastern 
corner of the base and send the 
smaller group up to the north western 
gate. The area that the large group is 
in will soon be attacked by a huge and 
deadly force of Centurions and 
Hunchbacks - they will try to blast a 
hole in the wall and charge through. 
This is a perfect time to use some of 
your air strikes to soften them up. 
Once they are a bit battered use 
concentrated fire to take out one 
Mech at a time until they are all gone. 
Immediately move all of these Mechs 
to the northern repair bay and fix any 
damage they have taken. At around 
this time a group of Rommels will 
attack the smaller group - use the 
same method to destroy them and 
send them to the southern repair bay. 
Once all of your Mechs are fit. send 
them all down to the south western 
area of the base and get ready for the 
next attack. This will come in the 
shape of Catapults, Hunchbacks and 
LRMs. Let them have everything you 
have got as they try to break through 
the wall and stay inside the base so 
the turrets can do their job. 

Eventually you will destroy all of the 
attackers and the mission will finish. 
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3.6: Liberate Affendale 

Your task on this mission is to destroy 
the Clan admin building in the foothills 
of Mount Samurai near Affendale. Your 
intelligence has reported that the 
capture of the clans sensor grid will be 



invaluable to completing the task. This 
is the final mission in this operation, 
so expect a fight. Your drop weight is 
a massive 450 tons, and you should 
take the biggest, hardest Mechs you 
can muster, as speed is no worry on 
this mission. 

At the start you should group all 
of your Mechs together in one big 
force and head slightly north north¬ 
east, until you reach the southern 
turret power generator. Four 
JagerMechs will greet you and the 
first battle will commence. Use 
concentrated fire and they should 
offer you no real problems. Once the 
JagerMechs are destroyed, enter the 
base and take out the turret power 
generator. While you are there you 
can capture the repair bay and give 
your Mechs a fix. Once you are fully 
powered-up head north west out of 
the base and head over to the sensor 
complex. Approach the base from 
the north east gate and take out 
the two Catapults guarding. If you 
were quick enough getting here, the 
turrets will still be powered down, so 
this is an easy task. Capture the 
sensor tower and the HQ building, 
before capturing the repair bay and 
fixing any scratches you picked up 
on the way here. 

Capturing the sensor tower will 
alert you to all of the nearby 
enemies, but it will also alert them 
to you and they will start towards 
your group. If you didn't shoot the 
gate to get in this complex, you now 
want to capture the gate control. 
Then when the Mechs arrive they 
wont be able to attack you right 
away as they have no missiles. Shoot 
the JagerMechs over the wall whilst 
they blast their way through and you 
should soon destroy them. 

Head north west and follow the 
road to a bridge guarded by two 
Catapults - destroy these and head 
over the bridge. Attack the nearby 
administration building and the 
guarding JagerMechs. Once the 
building is destroyed and the way is 
clear, move all of your Mechs up the 
hill and take on the sizeable force at 
the top. Once they are destroyed 
move all of your Mechs to the 
extraction point and finish the level. 

This is a very hard mission and you 
will no doubt take serious damage in 
the last part, so to save on repair bills 
cutting into your profits you can take 
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all of your Mechs back the way you 
came and repair them in the sensor 
complex. This will take a bit of time 
but.will save you a bit of money. 

Operation 4: 

LYNCHPIN 

The campaign to re-capture Port 
Arthur is well under way, but the 
powerful orbital guns that the Clan 
captured when they first arrived are 
still a threat to our troops. Your job 
in this set of missions is to take out 
the guns any way you can, as they 
are capable of destroying the drop 
ships before they even land. As well 
as the orbital guns, the Clan has also 
got hold of some less powerful but 
still deadly mobile guns, and finding 
these is also a priority. 

4.1: 

Capture Masakari and 
Destroy Orbital Guns 

Two of the Orbital guns have been pin¬ 
pointed by intelligence far behind 
enemy lines. This means that a large 
scale drop is out of the question and a 
small, quick raid has been decided on. 
Your drop weight limit is 15 tons, so go 
and buy a Pegasus Tank. 

From the start of the mission, 
gather the two vehicles together and 
head off in a south easterly direction. 
Follow the coast along until you pass a 
forest. Turn north from here and head 
into the city, pass through the city in 


a north-east direction and ignore the 
Spotter and the few Elementals you 
meet. You should then come to a line 
of trees blocking your route - among 
these is a thinned section, through 
which you can pass without too much 
trouble. Once through the trees, 
follow your map to the marker; this is 
the Masakari. Drive right up to the 
Mech and it will power up - this alerts 
several nearby units. Use the Masakari 
to demolish them and then capture 
the repair bay for some quick repairs. 
Group all three of your vehicles 
together and head north along the 
road. Follow the road as it turns north 
west and attack the assorted vehicles 
up ahead. Once these are all gone you 
can either send the Masakari back to 
the repair bay, or if you are feeling 
tough, you can continue along the 
road into the base and attack the 
Rommels and Ullers guarding the 
Orbital Guns. Keep the Masakari at 
medium to long range where it can use 
most of its impressive arsenal 
simultaneously and the Ullers will soon 
be destroyed. Once they are you can 
send the Mech to attack the turrets 
and finally the Orbital Guns. You may 
want to jump the Masakari up onto 
the ledge above the guns to collect 
the supplies before you destroy them 
both. Once both of the guns are 
destroyed the mission is over. 

4.2: 

Interdict Clan Supplies 

A large amount of supplies have 
arrived at the Kylemartin depot. 
These supplies are destined for the 
remaining Orbital Guns. Your job on 
this mission is to stop those 
supplies getting to their 
destination. However, the Clan is 
prepared for your attacks and the 
trucks will split in three directions - 
west, south and east -once your 
forces have been detected, so you 
will have to be organised if you are 
to stop them all. 
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With 360 tons as your drop weight 
limit, you can take a fair few Mechs, but 
big slow ones are not recommended. 

From the start, move force groups 
2 and 3 along the top edge of the map 
and then south. About two thirds of 
the way down the map and to the 
right you should find the turret 
control tower for all of the turrets in 
this area. Capture this and return 
your forces to their original start 
point. Now take force group 1 and 
circle the base until you are around 
near the south gates. Bring the other 
two groups towards the north gate 
and wait for the enemy to spill out of 
the base. Charge all of your groups at 
the trucks and destroy as many as 
possible before they get out of range. 
Don't bother to chase them too far as 
your captured turrets should take out 
enough for you to finish the level. 

While you are waiting for them to do 
that, you can attack and hopefully 
destroy the units guarding the base 
and then capture the supplies inside 
the base. This is the quick way to do 
this mission. If you want to collect as 
much as you can and destroy 
everything, you will be there all day. 

As you are setting up the attack, 
capturing the turret control tower, 
etc. you need to watch out for the 
alarms dotted around the level. If you 
let one of these alarms go off you will 
alert the trucks and they will flee 
from the base quick smart. 

4.3: 

Capture Clan Field Base 

A recon unit has located a small Clan 
field base in the Cambridge region. 
The base is currently inactive but it 
is in a strategically strong position 
and could cause problems in future 
battles. Your job on this mission is 
to take control of the base and then 
defend it from the reprisals that are 
bound to follow. This is a very hard 


mission which needs a mixture of 
skill, speed and coolness under fire. 
You have 300 tons as your drop 
weight limit but don't be tempted 
to use this up with a few huge 
Mechs - you will be much better 
advised to take smaller faster 
Mechs such as Ullers or Cougars. You 
also need to make sure two of your 
Mechs are jump capable or you will 
take a pasting right at the 
beginning of the mission. 

From your drop point, send your 
Mechs north west until the very edge 
of the mountainous region and then 
stop them. Send your jump capable 
Mechs to the left and right and get 
them jumping around the back of the 
fortifications on top of the hills. Avoid 
the turrets as much as possible and 
capture the control towers - your 
other Mechs can now head through 
the pass. Collect any supplies with 
your two jump Mechs and then take 
them to join the rest of the force. 

Head along the road, north and then 
north east, until you reach an 
industrial area. Attack and destroy 
the Condors and the other assorted 
units and collect all of the supplies. 
Now quickly head all of your Mechs 
north west until you see the base. 

Stop just outside and send one of 
your jump Mechs around the west 
side and look for a small hole in the 
wall - jump the Mech through and 
capture the gate control tower. The 
rest of your Mechs can now enter the 
base and capture any available 
buildings. Repair any damaged Mechs 
in the two captured repair bays and 
then group all of your Mechs around 
the turret control towers. In a short 
while a large attack will come from 
the north. Ten Ullers and three 
Vultures, all of them jump capable, will 
swarm at you and try to take out the 
turret control towers. Keep them 
occupied and they will soon fall with 
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the help of the turrets. Next, five 
Hunchbacks, who have been following 
you for the whole mission, will appear 
from the south. Stand your ground 
and they should soon be dust. Once 
these five Mechs are destroyed the 
mission will be over. If the mission 
does not finish, head down to the city 
and look for any stragglers. 

4 - 4 : 

^pture Industrial Facility 

Intelligence has reported the location 
of an industrial facility which the 
enemy is using to fabricate 
replacement Mech parts. Your task is 
to capture the two complexes that 
will give you access to the facility. 
There is also a report of several units 
of Jaguar Mechs heading towards the 
complexes to bolster the defences. 
These Mechs must be stopped or you 
will have a hard time taking control of 
the area. Your limit is a massive 480 
tons so you can afford to take a few 
heavy, powerful Mechs as well as some 
mid-range ones. It is also worth 
considering loading up with long range 
weapons such as PPCs and LRMs. 

From your joint drop point, choose 
one small, fast Mech and send it north 
eastwards until it reaches a bridge. 
Cross the bridge and destroy it. 
Meanwhile move all of your other 
Mechs north west along the road and 
wait near the map's central bridge. 
When your lone Mech has destroyed 
the bridge, send it to join the rest, 
where you should wait until you see a 
group of Hunchbacks starting to 
cross the bridge. Attack these as they 
cross and you will soon destroy them 
- you shouldn’t take much damage if 
you utilise your long range weapons. 
Again wait, and soon a group of Lokis 
and Thors will arrive and try to cross 
the bridge - deal them out the same 
punishment as you did the 
Hunchbacks and they too will soon 
drop like flies. If you do lose more than 
two Mechs at this point you need to 
consider starting again as the rest of 
the level is fairly tricky. 

Once all of these enemies have 
been dealt with, you should head 
north east to a Mech repair bay. 

Repair all of your Mechs and then send 
one 'scout Mech’ to the north east 
corner of the map so you can watch 
this area for any stragglers. Several of 
these 'stragglers' will appear from 
this corner and they can cause a 
problem if they gang up. As soon as 




you see anything appear in that area, 
send three or four fairly powerful 
Mechs up to intercept them. Once 
they have been dealt with, bring the 
Mechs back to the repair bay for any 
repairs they need. Continue doing this 
until you destroy a Thor - this is the 
last Mech to appear from that corner. 

It is now time to attack the base. 
Approach the base, which is marked 
on your map, from the south through 
the woods, and as soon as you see the 
barrels inside, shoot them. This will 
hopefully take out a couple of enemy 
units. Try not to charge into the base 
recklessly, instead, move slowly up to 
the wall and attract the Firestarters' 
attention. Once you have their 
attention, move back out of the way 
and you should avoid the other units 
for now. Concentrate your fire and 
the rather weak Firestarters will soon 
perish. Once they all have, you can 
move confidently into the base and 
take out the rest of the units. You can 
use your air strike on the Von 
Luckners if you are feeling the strain, 
otherwise use concentrated fire as 
normal. Once the complexes are safe 
you can capture any supplies in the 
base and then the complexes 
themselves. This will end the mission. 

4 . 5 : 

Intercept Enemy Force 

Reconnaissance has detected a large 
force of Jaguar Mechs that has slipped 
past us and is approaching our 
vulnerable back lines. These Mechs 
must be stopped or they will 
devastate our supplies, support bases 
and maybe even our Command centre. 
Your drop weight limit is the largest 
yet at 500 tons, and we recommend 
you use it all if you are to succeed in 
your mission. Take your large powerful 
Mechs but not Atlases - they are just 
too slow - and at least one fast 
Mech which needs to put in 
force group 3. The key to 
this mission is getting 
the enemy Mechs to 
go where you want 
them to go. Easier said 
than done. 

As soon as you 
touchdown, get moving. 

Send your lone Mech in group 3 
north east into the 
mountains. From here it will 
be able to see a bridge to 
the east - destroy this 
with two air strikes and 
head north. Meanwhile 
have the rest of your 
Mechs move south until 
they reach some 
turrets - capture the 
control tower and 
continue south. 

Head through an 
area of fuel 


barrels and past a few more turrets. 
Capture the turret control tower and 
investigate the wall. You will see there 
is no gate, just a hole. Move your 
Mechs into this hole and position them 
so they block it completely. Wait here 
for a group of Cougars that are on 
their way from the south, and when 
they arrive stand your ground and 
destroy them all. The last few to 
survive may try to run - these must 
be caught and destroyed or the 
mission is a failure. 

Once all of the Cougars are 
destroyed, send group 1 and 2 back to 
their original drop point and then 
south west along the path through 
the trees. Follow the path a little 
way, until you come to a bendy 
section. Here you should wait in a 
tight cluster and start to move your 
lone Mech up to meet them. At about 
this time, several Mechs will start to 
move up the path towards you - you 
need to block the path completely so 
not a single one can squeeze through. 
When you see the Mechs start to 
move up from near to your group 
three start position, drop all but one 
of your large air strikes on them - 
this will soften them up so when they 
finally reach you they will be slower 
and easier to destroy. Meanwhile, on 
the other side of the river, four 
Catapults should be approaching the 
area with all the fuel barrels in it. 

Wait until they are right in the middle 
before using your small air strike to 
detonate them, destroying them all in 
one fell swoop. The only Mechs left 
should now be the already damaged 
Lokis and JagerMechs coming up the 
path. Wait until they reach your 
ambush and then let them have 
everything you have at your disposal. 
This must be done from a 
fixed position or they will 
try to sneak through as 
you break ranks. 
Concentrate your fire on the 
Lokis as they are by 


far the fastest of the two types and 
are far more able to slip through. 
Once the last Mech in this group is 
destroyed, the mission is over. This is 
one of the hardest missions in the 
game, and don't worry too much if 
you need to try it a couple of times. 

4 . 6 : 

Destroy Hidden Smoke 
Jaguar Orbital Guns 

Intelligence has located the Mobile 
Orbital Guns that were responsible 
for disabling your drop ship during 
the initial attack. In order for the 
main invasion force to land safely 
you need to destroy these guns 
quickly. With 560 tons at your 
disposal but only eight slots you 
need to plan carefully if you are to 
succeed. If you have captured any 
Lokis, Thors or Vultures from the 
previous few missions, then use 
these. If not use any large Mech 
other than the Atlas. 

From your drop point, head east 
and approach a trio of LRMs - 
engage these and destroy them 
quickly. Head north from here and 
carefully approach a group of Von 
Luckners and Bulldogs - attack 
these, taking out the bulldogs first 
and capture the supplies. Now head 
south east and approach the bridge 
you should see on the map. Stop as 
soon as you see the units that are 
guarding the bridge and attack them 
from long range. Go for the Spotters 
first and then try to take out the 
others before the pair of Thors 
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When they are destroyed, capture 
the northern control tower and 
destroy the northern gate. By now 
Nairn should be well on his way to the 
base, and may even be there already. 
As soon as you see his Atlas 
lumbering towards you. get ready for 
an attack from a couple Hunchbacks 
and a pair of Bulldogs. Follow Nairn as 
he passes through and keep firing at 
the enemy as you do. This is a good 
time to use some well aimed air 
strikes, in fact this is pretty crucial 
to the success of the mission as you 
will soon be swamped if you don’t 
take the Mechs out now. You should 
destroy the enemy units before you 
reach the extraction point and then 
run to catch up with Nairn. At the 
extraction point, four Mechs, two 
Vultures and two Hunchback lies are 
waiting for you, and you will need to 
destroy them to finish the mission. It 
is important that you distract the 
enemy enough so that they don't 
attack Nairn and his Atlas. 


5.2: Exterminate 
Clan Presence 

You have fifteen minutes to finish off 
the job that Nairn started, 
destroying the Clan Mechs he lured 
out of the Starbase. These Mechs are 
wandering about the countryside 
waiting for the rescue force to come 
and pick them up to take them back 
to their base. The eight Mechs in 
question are piloted by the finest 
Mechwarriors in the Jaguar Clan, and 
taking them out would be a huge 
blow to Jaguar morale. Unfortunately, 
by the time you get to them they 
will have dug themselves in 
pretty tightly and destroying 
them will not be a doddle. 400 
tons is your drop weight 
limit, and it is a good idea 


arrive. Once all of the Mechs and 
vehicles are destroyed, cross the 
bridge and head into the base, 
capture the sensor control tower 
and then look for the Orbital guns 
which are near the bottom of the 
base. Once these are destroyed, take 
over the repair bay and repair any 
damage you have taken. 

Now head back over the bridge 
and head west. Approach the Alpha 
base slowly and draw enemies to 
you rather than charging in 
straight away. There are fuel 
trucks parked around which you 
can use to destroy enemies, and 
indeed several can be destroyed in 
this way if you are patient. Once all 
of the enemies have been cleared 
out, attack and destroy the lone 
Orbital Gun in the centre of the 
base and capture the mobile HQ. 

You now need to head south along 
the edge of the map. but feel free 
to visit the repair bay in the Beta 
camp if you need to. Head down the 
south side of the map and follow 
the path as it swings east. 

Continue along the path until you 
reach some Containers guarded by 
three Von Luckners and two LRMs. 
Destroy all of the vehicles using 
concentrated fire and capture the 
containers. Now gather all of your 
Mechs together and run east, 
towards the final Orbital Guns. 
These guns are defended very well, 
so it is best to just run in and 
destroy them rather than fighting 
every Mech you see. You can use 
your air strikes to speed the 
process up, and if you use 
concentrated fire they will soon be 
destroyed. If you act fast in this 
final part of the mission you 
shouldn't lose many Mechs well, 
not as many as you would if you 
fight all of the fights. As soon as 
the final gun explodes the mission 
is successfully over. 


Operation 5: 

CUT-THROAT 

The following missions are the 
final set in your quest to re-capture 
Port Arthur. The previous missions 
have been so successful that the 
Jaguars have retreated into their 
Starbase for a final stand. It is your 
job, over the next six missions, to 
take control of that starbase and 
vanquish the Clans from Port Arthur. 
This is the single most important 
operation of the entire battle and 
your failure would mean failure for 
the whole invasion effort. 


9 . 1 : 

Rescue Allied Commander 

Captain Nairn of X-Ray company 
successfully led a group of Clan Mechs 
into a trap. However, while he was 
doing this courageous manoeuvre he 
was pinned down by a group of Jaguar 
reinforcements. He has managed to 
find some high ground and is holding 
them off. but his situation is very 
unstable and it is your mission to link 
up with him and escort him back to 
safety. Your limit is 500 tons but you 
should avoid taking your heaviest 
Mechs and instead take salvaged Clan 
Mechs such as Lokis and Thors. You 
also need to consider that you will be 
encountering many Vultures, so long 
range weapons are recommended. 

From your drop point, head north 
and follow the edge of the water up 
until you reach a base guarded by 
turrets. Ignore the turrets as 
much as you can and focus on the 
fuel barrels set just back from the 
wall. When you see two Vultures 
coming towards you past the barrels 
- shoot the barrels and they will do 
the job of taking out the two enemy 
Mechs. Now blast through the wall 
and take control of both the turret 
control tower and the gate control 
tower. Head north through the base 
and attack the units you encounter. 


" .■: 3 » 




to take as near to that as possible, as 
having plenty of Mechs will aid you in 
destroying the enemy quickly. 

From the starting point, move 
force group 1 west and then north. 
After a short while, follow the path, 
shooting trees as you need to. Soon 
you will come to a Thor parked just 
east of your path - attack it with your 
long range weapons as soon as you can 
and you will soon destroy it. Send a 
couple of big Mechs south east and 
destroy the Mad Cat trying to get 
back to the base. Continue northwards 
and enter the base. Quickly capture 
the turret control tower and get ready 
for two Thors that attack from the 
north. Keep your Mechs moving and 
concentrate your fire and this battle 
shouldn't be too hard. Once the two 
Mechs are destroyed, quickly capture 
all the salvageable buildings and use 
the repair bay to patch up any damage 
the Thors did to your Mechs. 

Head your Mechs down to the 
south west gate and follow the path 
along. You will soon come to a bridge - 
stop all but the fastest of your Mechs 
here. Send your fastest Mech across 
the bridge and head south - you will 
soon come across two powered down 
Hunchback lies. As you approach they 
will power up and start towards you. 
Quickly turn your Mech around and 
run back to the bridge, where your 
other Mechs should be waiting with 
some long range fire. If you are lucky 
you will destroy both of the Mechs 
before they destroy one of yours, but 
most likely you will lose at least one, 
so try to make it the weakest one. 

While all this is going on you should 
start to move force group 2 up to 
meet group 1. You can then use all of 
your firepower to destroy the Mad Cat 
that will appear from the south. You 
can now send all of your Mechs back to 
the repair bay for some much-needed 
repairs. Once your Mechs are in better 
shape you need to move them all north 
along the coast. Eventually you will 
meet a lone Masakari amidst fuel some 
barrels - concentrate all of your fire 
on the Masakari and keep your own 
Mechs moving to avoid as much 
damage as possible. If the enemy Mech 
strays to close to one of the barrels 
you should shoot that to deal out 
some quick damage, but otherwise 
just keep pumping your big guns into 
it. As soon as this Mech is destroyed, 
the mission is over. 
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BRUTE FORCE IS OFTEN THE BEST POLICY 

5.3: Capture Fuel Depot 

The Smoke Jaguar Clan have captured 
the Weissman fuel depot and 
processing plant. These structures 
are just a short way from the 
Starbase and could cause trouble for 
you if it came to a stand off. Your job 
is to infiltrate these areas and take 
control of them, keeping at least two 
of its four derricks intact. Obviously 
this whole area is extremely volatile to 
say the least, and caution is called for 
or you risk blowing up all of the 
derricks and denying the Allied forces 
fuel as well as the Clan. Your drop 
weight limit is a paltry 350 tons, so 
you will have to consider which Mechs 
are best to take. Do not take any 
heavy Inner Sphere Mechs as they are 
far too slow. Instead take the large 
Clan Mechs you should have captured 
over the last few missions. These 
Mechs have a good mix office power 
and speed. You should also consider 
taking one or two of your fastest 
Mechs. as you will need to give chase 
at the end of the mission. 

From your drop point, gather all of 
your Mechs together and head directly 
south until you see a large area of 
explosive tanks. Keep all but one of 
your Mechs well back and then use the 
single Mech to destroy one of the 
tanks from as far away as possible. 
Once the tanks have blown up. 
continue south and blast a hole in the 
wall you come to. Charge through the 
hole and destroy the turret control 


tower and the LRMs. Turn south east 
and head down to the HQ base. Use 
the same method as before to get 
through the wall and blast the control 
tower. There are four Von Lockners to 
defeat in this base before you can 
continue to capture the base. Take 
control of the HQ and the resource 
warehouses as well as the repair bay. 
Use the bay to repair all of your 
damaged Mechs before heading south. 
You will soon come to the first derrick, 
which is guarded by a pair of Rommels 
and a Loki. Engage these as soon as 
you see them and capture the derrick 
once they are destroyed. If any one 
Mech took a battering, then send it 
back for repairs, if not move your 
Mechs just to the south west of the 
derrick and wait for the group of 
enemy units that are on their way to 
arrive. When they do you need to keep 
them away from the derrick or they 
will destroy it and make your job much 
harder. Spread your fire around so 
none of the enemy have time to think 
about the derrick and you should soon 
destroy them. 

Once they are all destroyed, head 
back to the repair bay for repairs. 
Continue in a south easterly direction 
and approach derrick 2. Destroy the 
paltry guard and move east to the 
next derrick. Attack the Bulldogs 
guarding it, capture it and move to 
the east side to intercept some 
Hunchback lies. Once the Hunchbacks 
are gone, head south east and 
approach a Von Luckner base. Blast a 
hole in the wall and destroy the 
barracks first. Next destroy the Uller 
and the rest of the Von Luckners 
before moving onto derrick 4. 

Rush the gate and destroy the 
units inside. Capture the gate control 
and the turret control and then the 
derrick itself. Split your Mechs into 
two groups and scout the areas to the 
north east and the south east. Enemy 
Mechs will soon appear in these areas, 





so you need to be ready. Use the 
groups of fuel barrels to help you and 
you will soon destroy all of the 
attacking units. Once the last unit is 
destroyed, the mission is over. 


Meanwhile take the rest of your force 
north. Keep moving at all times as this is 
where the air strikes start. Soon you will 
come to the first of the air control 
towers. This is guarded by six pop-up 
turrets and various other assorted units. 
Stay away from the turrets for now and 
just pick off the mobile units - keep an 
eye on the air strikes all the time and you 
should be okay. Once these units are 
destroyed, destroy the tower and the 
turrets. Tower 2 is just to the north 
west, and the same method can be 
applied to this as well. Move onto tower 3 
(also to the north west) and destroy this 
along with its guards. As soon as this last 
tower is destroyed, start to move your 
artillery up towards the extraction point 
whilst at the same time moving you 
Mechs back down to meet them and 
escort them. The mission is deemed a 
success when all of your units and all of 
the artillery units are within spitting 
distance of the extraction point. 


5.5: Destroy Secondary 
Power 

You are required to destroy three 
power complexes 


5.4: 

Position Allied Artillery 

Your success in clearing the area 
surrounding the Starbase has paved 
the way well for the final assault. The 
only obstacle that stands in your way is 
getting your troops and the main 
attack force through the dangerous, 
mountainous Lambert Valley region. The 
Jaguars have positioned several air 
control towers along this valley and you 
must destroy these before anything is 
possible. Your limit is 380 tons, and you 
will need to use it carefully if you want 
to succeed. Fast Mechs are essential for 
dodging air strikes and Clan Mechs 
should be your first choice. 

Gather all of your force into one 
large group and put the mobile 
artillery in another. Move the Mechs 
due east at a run and follow them 
with the Artillery pieces. Keep going 
until you meet a Rommel and a Condor 
- destroy both of these as quickly as 
you can and continue east. Head 
into the mountainous terrain 
and destroy the two Bulldogs 
and the Saracen. Head north 


and proceed until you meet a 
Bulldog and a Catapult 
- destroy these and 
get the artillery 
to wait here. Send 
all of your Mechs directly 
west and intercept some Hunchbacks 
and LRMs that are on the way. Next 
backtrack all the way back to your 
very first encounter and intercept the 
units trying to sneak up in the rear. 
These include a Raven, two Hunchback 
lies and a couple of Centurions. Head 
back to where you left the artillery 
and leave the biggest, slowest Mech 
you have with them. 
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in the Bellum region. These power 
stations provide secondary power to 
the Starbase and their destruction 
would cause the Starbase's turrets 
and defence grid to run on local 
power meaning a drop in efficiency. 
The whole area is defended well by 
bondsman vehicles and Mechs. Your 
drop weight limit is 415 tons, and you 
will need to use it all. Ignore the 
heavy Inner Sphere Mechs and 
instead opt for the Clan Mechs you 
should by now have amassed. You will 
also need to load your Mechs up with 
the best Clan weapons; ER-PPCs, 
LRMs and Heavy Lasers. 

From your drop point in the north 
west corner, gather your Mechs into 
one group and head south east. 

Engage the three Shreks and destroy 
them, then continue south east until 
you meet a couple of Von Luckners - 
destroy these using concentrated fire 
and wait here for a Thor to arrive. 
When it does, destroy it quickly and 
move speedily on your way. Capture 
the sensor tower next to the Alpha 
complex but leave the 
generator for now. Just past 
the complex is a 
of high 
re gas 


tanks - reveal 
and then 
just 

the north of 
(out of 
their blast radius) and 
wait. Soon enough, 
two or three 
Masakaris will 
approach from the 
south. As they walk 
past the high 
pressure tanks, 
shoot them and 
they should 
destroy or very 
nearly destroy both 
of the Mechs. 

Now head back to 
the complex, destroy 


all three of the generators and 
capture all of the supplies you can see. 
From the end of the line of destroyed 
pressure tanks, head east until you 
reach a bridge, gather all of your 
Mechs together, rush across the 
bridge and destroy the two turrets on 
the other side. Charge straight into 
the Beta complex and destroy the two 
Mechwarrior barracks as quickly as 
you can - this will stop most of the 
ten unmanned Ullers from activating. 
Destroy any that do activate and then 
destroy the LRMs nearby. 

Next destroy the bridge you came 
across. Send one of your least battle 
damaged Mech north west and you will 
see a huge field of missile turrets and 
two turret control towers. Capture the 
control towers as quickly as you can 
and head back to the rest of your 
force. Three Masakaris are headed in 
you direction, and since the bridge is 
destroyed, they will have to come 
through the turrets. While the turrets 
are battering the Masakaris, you can 
use the repair bays in the base to 
patch up your Mechs. Once you are 
back to full power, destroy the 
generators and head up to the edge of 
the turret field to see how the 
Masakaris are faring. Hopefully they are 
all in bits and you can safely leave the 
area through the field. Head back to 
the Alpha complex and then south east 
to the Masakari base. Approach the 
base from the west and destroy the 
fuel barrels in the corner - this will 
hopefully take out one or two Mechs - 
then use your air strikes to finish off 
the rest and any other units lurking 
around. Once the base has been cleared 


out, enter it and capture any supplies 
you find - you can also capture a 
couple of repair bays if you need to. 

Now head south west and cross the 
bridge you come to. Destroy the Thor 
and the turrets on the other and head 
over to the Gamma complex. Pick off 
as many of the turrets surrounding it 
as you need to and then blast a hole in 
the wall. Quickly destroy the 
generators inside and wait for the 
mission to finish. Good job. 

5 . 6 : 

Capture The Starbase 

This is it: the final assault, the 
culmination of all of your efforts. You 
mission is to destroy the six remaining 
Orbital Guns that defend the Starbase 
and pave the way for the main invasion 
fleet. You have a 35 minute time limit 
for this mission and you will need every 
second of it. This is very hard and you 
will come up against the very best of 
the Clan Mechs and Mechwarriors. Your 
drop weight limit is 600 tons, and this 
should be used up with as many 
salvaged Clan Mechs as you can find. 
Vultures, Masakaris, Mad Cats, Thors 
and Lokis are ideal. Fit these with the 
most powerful Clan weapons and you 
stand a much better chance of 
finishing the mission and the game. 


drop point, send your fastest, jump 
capable Mech north as quickly as you 
can. As soon as it comes to the gate, 
have it jump it and then the inner 
wall surrounding the turret control 
tower. If you are not quick enough 
doing this you might as well start 
again. If you do successfully take 
control of the turrets, wait there for 
the four Thors that are on their way. 
The Thors will be destroyed by the 
turrets and you can then safely bring 
the other Mechs up and into the 
base. Once all of your Mechs are 
inside the Starbase, head north east 
to the turret control tower which is 
in the centre of the map and destroy 
the trio of Cougars that attack. 

While most of your Mechs are 
fighting the Cougars, send your 
jump capable Mech over the wall and 
capture the turret control tower. 
This is important as it will help when 
the Masakaris attack, which they will 
in a minute. 

Once the Cougars and the 
Masakaris are gone, capture the repair 
bay and fix up any of your Mechs that 
need it. Destroy all of the Orbital guns 
in this area and any Mechs that are 
guarding them. Repair your Mechs and 
head north west. 

The turret control tower is in the 
far north western corner of the map 
and needs to be captured quickly, before 
the Vultures in this area find you. Once 
the control tower is captured, the job of 
destroying the Vultures will be fairly 
easy. Now head east and take out the 
Orbital guns, before taking on the 
alerted enemy Mechs. Once these Mechs 
are destroyed, head east and find the 
repair bay - use it and continue east. 

Eventually you will come to the 
last two Orbital Guns - make a mad 
dash at these and destroy them 
before you lose too many Mechs. 

Once these Guns are burning, the 
mission is over. And so is the game. 
Well done. Commander. 
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nUESnONS&ANSWERS 


So, cheats don’t prosper, eh? Well they do herel Write in if you’re stuck or at 

your wits end, and we’ll do our best to see if we can help you out. 




Civilization II 

I recently purchased Civilization II and 
I’m really stuck. I was wondering as to 
whether you have any cheats for it? 
Joseph Carlin, Co. Donegal, Ireland 


This is a cheat of sorts, but it should 
certainly help your progress through 
the game. 

Get a settler or engineer into a boat 
and move them to a position over water 


Andrew Cherry, Saintfield, County Down 
I would be most grateful if you could 
print a complete solution to Men in 
Black. If you have already done this in 
a back copy please could you let me 
know which one? 

Damon Hallyburton, Beverley, 

East Yorkshire 

This game is obviously proving to be 
quite a tricky one to a fair few gamers 
out there. Well, you’re in luck - we had 
a complete solution to MIB in Issue 7 
(selling fast, so get in touch!). In the 
meantime, these cheats, which have a 
proven track record, will help. 


While playing, press ESC to get to the 
main menu, then type DOUGMATIC until 
it drops you back into the game and 
plays some music. The cheats are now 
activated. To use them, press ESC again 
and type any of the following words: 
AGENTK: Changes your agent 
AGENTJ: Changes your agent 
AGENTL: Changes your agent 
AGENTX: Changes your agent 
GIVEME: All weapons 
LOADME: Infinite ammo 
HEALME: Full health 
MOVEME: Creates saved games 
for all levels 

PROTECTME; Invulnerable 


.. .And lo he spoke unto me... oh, 
sorry, I didn’t realise you were 
there. I spend all my life atop 
this mountain talking to myself 
and often forget how many of 
you seek my most venerable 
advice. At least you DO want to 
speak to me - no-one at the 
UPC offices speaks to me 
anymore since the last office 
party... Anyway, when I... 

Send your games problems to 
an insane and lonely old hermit 
who needs company at: 

Tips O&A, 

ULTIMATE PC, 

1 Roman Court. 

48 New North Road. 

Exeter, 

Devon. 

EX4 4ER 


Caesar II 

Please provide me with a few cheats 
to extend my life in Caesar II, 
especially one which will provide me 
with large amounts of Denarii out of 
the blue! The benefits of tax collecting 
seem pitifully slow in comparison with 
expenditure. It would be good to finally 
knock the undoubtedly excellent 
Caesar II on the head before its 
successor comes to the fore. 

Duncan Middleton, London 

I can help you to complete Caesar 
II in plenty of time before its sequel 
arrives. First of all some cheats: 

Type in TARMAC to enter the 
cheat mode, then: 

CHRISEDWARDS: All weapons 
ARLOEISENBERG: Full life 
BHARDIN: Invincible barriers 

As if this wasn’t enough, I can even 
help the game play at a faster rate. 
Press A when the cursor is over a 
province or city to accelerate time. 


that you want a road or railroad to fill. 
By pressing R you should find you’ll be 
able to build on water. This should 
greatly improve your ability to trade. 

Last Express 

Could you please help me on the game 
Last Express? I am on the last CD, but 
I cannot diffuse the bomb on the 
train. I would be grateful for any 
suggestions you may have. 

John Woosey, Adlington, Lancashire 

I can do better than give you a 
suggestion, I can even tell you 
exactly how-to diffuse this 
potentially explosive situation. 

Don’t move the bomb (you can only 
do this once), and try to burn through 
its exposed wires with a cigarette. 
Then turn the box and remove the 
screws from the hinges. Place a 
telegram between the moving 
contacts to disarm the bomb. 

Men in Black 

I am writing about the Men In Black 
cheats. I type in PROTECT ME, and 
after about five minutes it 
automatically goes back to the first 
menu. Could you please tell me the 
answer to this or else I’ll never be 
able to complete this game and it 
would be a waste of money. 
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star Trek: A Final Unity 

I have managed to get myself stuck on 
Star Trek: A Final Unity at the bit 
where the ship is in front of a black 
hole and you seek the advice of the 
members of your crew and they tell 
you to go into the black hole, and 
when you do that you die. 

I am also stuck on Sim Tower. All 
of my tenants sell up after the 
second year, so how do I keep them? 
Are there any cheats to bump up my 
star ratings? 

Barry Jones, Peterborough 


First of all. Star Trek (although if 
you've made it this far into the game I 
don’t really see how you're so stuck). 

Anyway, at this point in the 
game Counsellor Troi should 
suggest that you take the 
Enterprise to a location 30 light 
years from your present location to 
view the old pulsar's light rays 
before it turned into a black hole. 

Set a course for the Zephyrus 
sector (Heading 06-05-06). and 
when you reach there (hopefully 
avoiding any nasty alien ships), go 
onto heading 03-08-12, and again, 
upon reaching this point set a 
course on 09-14-16. If you survive 
this rather perilous journey, you 
should reach the location of the 
game's pivotal Unity Device. To tell 
you any more though would only 
spoil the game for you. 

Now. on Theme Tower there are 
two cheats I can give you. The first is 
rather handy money-wise: before you 
build anything, choose the lobby 
building function and click at the 
bottom left of the screen as far as it 
will go (in the mud). You should now 
start building with a cool $4 million. 
The other cheat is rather more 
complex. Exit windows and go into 
the MS DOS c: prompt. Get into your 
simtower directory and type at the 
Sim Tower prompt; 

Debug [Name of saved tower].tdt. 


ARCTIC: Go to Arctic level 
AMAZON; Go to Amazon level 
FRALES: Skip to last level 
HQ; Go to headquarters 
KILLEM: Kills all enemies 


Privateer 2: 

The Darkening 

Could you please let me have any 
cheats or tips on Privateer 2: The 
Darkening, as I am stuck just flying 
around in circles. 

J Bates, Northampton 


Well, let me see All I can offer you are 
some cheat codes that may or may 
not help you in your hour of need. 

Press Alt N. then F. Now enter the 
following codes: 

PETY PETY: Refuel afterburner 
NAPALM; Ten nukes 
NO TALENT: God mode 
REP ME UP: Repairs everything 
CHILL OUT; Cool down weapon 

A word of warning: all these codes 
will reset after landing, so remember 
to re-enter them. 


Theme Hospital 

Could you please tell me all the cheats 
you know for Theme Hospital. I have 
got to level 7. but no further. 

Philip Charlton, North Yorkshire 


Hmm Theme Hospital. An oldie, but 
a goodie in my opinion. Here are a 
few cheats to help you through the 
game. 


Ultimate Soccer 
Manager ‘98 

I’ve had a copy of Ultimate Soccer 
Manager '98 for ages and I have looked 
for cheats for it and can’t find any. 
Have you got any for me? 

Gazza, Sale, Cheshire 


I have indeed. All you have to do is give 
one of your coaches a pay rise to a 
staggering £999,999.999 a week and 
offer him a new contract. He'll then 
pay into your bank account £13 million 
a week out of his own pocket. 


Type 24328 on the Fax machine and 
press the green button. The during the 
game type: 

Control Y: Go to the end of the year 
Control M: Go to the end of the month 
Shift Control C; Gain all items in the game 
Shift C: Get £10. 000 
Control C: All research complete 


-e 1025 
-e 106 ff 
-w 

-Q ^ . 

Return to windows to get $16 billion 

and a healthy five star rating. 

Dungeon Keeper 

I was wondering if you could help me 
cheat-wise with Dungeon Keeper! 

Marc Cresswell, Address Not Supplied 

1 need your help if possible - I got 
myself The Deeper Dungeons for my 
PC. and this game is very hard. Do you 
have any cheats or tips floating 
around in your office as I am in need 
of help. Please, could you help me? 

Gary Morgan, Gateshead 

A short but very succinct letter from 
Marc, and I’m pleased to say that 
there are plenty of cheats to help him. 
But as for Gary's The Deeper 
Dungeons, I'm not so sure. With all my 
vast knowledge of cheat-related 
affairs. I've never come across a bona 
fide cheat, and all I can suggest is 
trying these cheats below and hoping 
for the best: 

First of all there are several bonus 
stages in the original Dungeon Keeper, 
but one of them can be found without 
doing anything. To access it. set your 
PC’s date to any day with a full moon 
then start the game. The bonus stage 
will appear as a flag with a circle in it. 

In the temple, there is some holy 
water. Sacrifice these monsters into 
it to create others; 

IMPS; Sacrifice these and they’ll be 
cheaper to create in future 
A FLY S A SPIDER: Create a Warlock 

2 BEETLES: Complete current 
manufacturing 

A BEETLE S A SPIDER: Create a 
Dark Mistress 

3 SPIDERS: Create a Bile Demon 
A VAMPIRE: All monsters are 
afflicted by disease 

2 BILE DEMONS: Turn all monsters 
into chickens 

HORNED REAPER; All monsters 
become angry 

DARK MISTRESS/ BILE DEMON: Create 
a Horned Demon 

2 FLIES: Complete current research 
A GHOST: All your chickens die 
N.B. NEVER sacrifice chickens or the 
undead as you annoy the Gods. 

First possess a creature and 
press F11, then the screen should 
flash. Then, by pressing F12. a cheat 
menu should appear, so select the 
desired cheat(s) by left-clicking with 
the mouse. To use the creature’s 
spells, press the ENTER key on the 
numberpad. If you want yet another 
cheat menu, on the main game 
screen press ENTER, and now you 
can get unlimited free monsters 
using "place creature mode". 
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TIP THE BALANCE 

Yet another selection of cool cheats for all the latest and greatest games. 

This month we have new cheats for International 
Cricket Captain, Abes Oddysee, and Rainbow 6 amongst others. 


If you know of any cheats that 
we've missed out, send them to us 
at: Tip the Balance, ULTIMATE PC, 
Rapide Publishing, 1 Roman Court, 
48 New North Road, Exeter, EX4 
4EP. There'll be a free game for the 
best of those printed. 


Age of Empires 

Press Enter to activate cheat mode, 
then type in: 

Diediedie * Kills everyone 
Resign - Ends the game 
Reveal map - Reveals the map(!) 

E=mc2 trooper - Gives you a 
nuke trooper 
Photon man - Gives you a 
laser trooper 

Gaia - Lets you control the lions and 
elephants (Note: once entered, you 
cannot switch back to your men) 

Hari Kari - Kamikaze 

Flying Dutchman - Catapult triremes 

can travel on land 

No fog - Removes fog of war 

Steroids - Buildings and units are 

created instantly 

Kilix - Kill player x (where x equals the 
number of the player) 

Homerun - Win scenario 

Big bertha - Heavy Catapults have 

greater range 

Big daddy - Gives you a rocket 
launcher car at your town centre 
ICBM Ballistas get 100 Range Points 
Hoyohoyo - Priests are faster and 
stronger (600 hit points) 

Dark Rain - Comp. Bowmen become 
trees and can walk on water 
Black Rider - Turns horse archers into 
black riders 

ackbenimble - Click on a Heavy 
Catapult then type in that cheat It 
fires Super Man. Peasants and other 
people instead of rocks! 

Medusa - Click on a villager then enter 
the code. When the villager gets killed, 
he will come back as a dark rider, then 
when the dark rider gets killed, it will 
become a heavy catapult! 

Pepperoni pizza -1000 units of food 
Coinage -1000 units of gold 
Woodstock -1000 units of wood 
Quarry -1000 units of stone 

Army Men 

Press Escape then type: 


OCCULTATION: Puts you into stealth 
mode, so the enemy don’t know you’re 
there until you open fire 
PYROMANCER: Gives you unlimited 
ammo for flame-thrower 
PLETHORA: Gives you unlimited ammo 
for second weapon 
AEROBALLISTICS: Gives a complete 
list of air commands (strike, recon. 
paratrooper) 

INVULNERABLE: Makes Sarge 
invulnerable 

PARALYSIS: Freezes enemies 
TRIUMPH: Instant win 
SUCCUMB: Surrender 
OMNISCIENT: Toggle between your 
view/omniscient view of all troops 
TELEKINETIC: Teleport the Sarge 
anywhere (Get into scroll mode first, then 
scroll where you want to move him to) 
KAHUNA. Add explosions, omniscient 
view, invulnerability 

tm 

Battlezone 

Type lAMADIRTYCHEATER on the 
mission brief screen to gain access to 
all missions. 

NEW.. 

Caesar II 

Click on the ’build Prefecture’ button. 
Instead of left-clicking on grass to 
build it. right-click on a house to 
infect it with disease. 

Comanche Gold 

Simply press the ’R’ key for the Radio 

and then enter the following codes: 

PIGSOINK - Max overkill 

HARMONY - GPS Hellfire 

6969 - Mercenary 

X666 - Kills your team-mate 

IMARAT - Invisibility 

IMACOW - Time freeze 

LOADME - Reload 

FIXME - Fix Damage 

Commandos: 

Behind Enemy Lines 

Level codes for Commands: Behind 
Enemy Lines: 

2 4JJXB 

3 ZDD1T 

4 RFF1J 

5 K4TCG 

6 DT1WN 


7 IH3W1 

8 52WJ7 

9 924BF 

10 PSGPW 

11 JF0P3 

12 4MB4D 
3 BJK4Y 

14 TI8D1 

15 XQWDC 

Dominion: Stonn over Gift 3 

Hit ’Enter’ during play and type in the 
following codes, then hit ’Enter’ again: 
LUSHEE = Increases resources 
INFRARED = Reveals map 
COMBUSTION = Kills all enemy units 
ZIPPER = Speed build (also affects the 
computer player) 

FIFA Road to the 
World Cup '98 

To activate cheats, go to the player 
edit screen, and enter any of these as 
player names, then go to stadium 
select and press F5. 

JOHNNY ATOMIC Player will take a dive 
and be awarded a free kick when you 
double-tap the letter ’E’. 

XPLAY - Causes a timer to appear at 
the top of the screen. When it runs 
out. the player with the ball and his 
team will fall over. 

EACROCKS - Big head mode 
UR10FUS - Invisible walls 
DOHDOHDOH - Crazy ball mode 
FOOTY - Makes your player celebrate 
when he gets the ball. Double-tap ’E’ 

NEW 

FIFA: RTWC 98 

Pick AC Milan, and when a game 
starts, type WORLDWIDE to get the 
best possible team in the game. 

NEW ... 

Formula 1 '97 

Go to the driver selection screen and 
select edit driver. Now enter the 
following codes as the driver names: 
CATS S DOGS; Play chase with 
other cars 

LITTLE WEELZ: Huge wheels 

PI MAN; Fly around the track 

BOX CHARACTER: View commentators 

Forsaken 

Enter the following codes at the 


start menu, where you select the 
next level. First type the word 
BUBBLES, after which you should 
hear a sound which tells you the 
cheat mode Is on. then type in. 
THEFULLMONTY - Activates level 
select with left and right cursor keys 
JIMBEAM - Toggles beam weapons 
cheat. Select laser once for normal 
laser, twice for more powerful laser, 
and a third time for Superbeam 
LUMBERJACK - Toggles missile 
weapons cheat. Select Mug once for 
normal missile, select again for 
spiralling missile, and again for 
bouncing missile 

lAMZEUS - Toggles god mode (You may 
have to type lAMYEUS) 

To always have five lives, you need to 
get creative with the code. Using a hex 
editor, open Forsaken.exe. search for 
83c4085ec3664866. then change 4866 
to 9090. To make the enemies easier to 
kill, find Enemies.txt. in forsaken/data, 
and change the setting to Shield 0 

Grand Theft Auto 

Enter these codes at the character 
select screen. Press delete and enter 
the name. Spacing on the codes may 
or may not be right. 

ITSGALLUS: All levels, all cities 
NINEINAROW; All levels, all cities 
SUPERWELL; All levels, all cities 
lAMTHELAW: No police 
STEVESMATES: No police 
ITCOULDBEYOU. Gives you 999999999 points 
SUCKMYROCKET: All weapons, armour, 
and get out of jail free card 
ITSTANTRUM; Unlimited Iives6031769: 
Unlimited lives 

HATEMACHINE: Raises point values 
BUCKFAST; Press the * on the 
NUMPAD and get all the weapons 
PORKCHARSUI: Diagnostic mode 
lAMGARYPENN: Extra swearing version 
lAMNOTGARYPENN: No swearing version 
HEARTOFGOLD: View all cut scenes 
While you’re in the game type DTA 
yOu LoUsY PiEcE oF tRaSh. then your 
guy will be able to punch the 
windows of the cars and beat those 
guys to a bloody pulp. 

Hexen 2 

Type in these codes: 

GIVE H #; Give # amount of health 
IMPULSE 9: All weapons and mana 
IMPULSE 14: Sheep 
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IMPULSE 23: Torch 
IMPULSE 25: Tome of power 
IMPULSE 39: Fly 
IMPULSE 40: Gain a level 
IMPULSE 44: Throw item 
IMPULSE 99: Restart game 
NOCLIP: turn off clipping 
PLAYERCLASS #: Changes your class 
where # is 1-4 

NAME #: Changes your name to # 

SKILL #: Changes your skill level where 
# is 1-3 

House of the Dead 

At the main menu, hold Ctrl while 
typing in: 

SKIDMARX = Enables 'Cheat' and 'Edit 
Character Stats' options 
CREATURE = Enables 'Creature Test' mode 

MEW 

International 
Cricket Captain 

To become England cricket captain right 
away, type your name as Alec Stewart. 

KKND 

When you install the game a file is put 
into the file manager. In the edit file 
you might be able to change the cost 
of weapons to $1 and increase their 
speed to 9999 mph. 

Ml Tank Platoon 2 

Although cresting hills slowly is a good 
tactic, enemy light anti-tank units 
and infantry love to hide just over hills 
and can tear the bottom or sides out 
of your M-1 with ease. A tank platoon 
intending to take a major hill should 
run one flanker to either side to reveal 
and crossfire any ambushes. 

If a pesky T-80 is just shrugging 
off your depleted uranium rounds like 
rain, don't lose your cool and charge 
in. Instead, try to aim very carefully 
at the top of the turret or. if the 
enemy is not hull down, aim low along 
the underside of the front armour. 

Be very careful when running multiple 
platoons along your flanks. Don't let 
them get ahead of your command tank 
and keep a close eye on your facing, 
because even at 10X mag. it's very hard 
to tell a Bradley from a BMP. 

MechCommander 

In the game directory, rename the file 
windows.fit' to 'buymechcommander 
.2' (no spaces) When playing game hold 
shift and type these cheats. 

GOLDMECH = Money 
ULTRACOMMANDERFORGEINHEAT = 
Unlimited drop weight 
ATLASAWESOMETACTICAL = Get all Mechs 
LORRIE = Restores ammo and armour 
OSMIU = Activates god mode 

MEW 

NAM 

During the game, type: 


NVABLOOD; All inventory 
NVAGOO: God mode 
NVACLIP: No clipping 

NHL 98 

Type in these codes: 

NHL KIDS: Midget players 
MANTIS: Long arms and legs 
SPOTS: Spotlights 
ZAMBO: Zamboni cleans ice 
FLASH: Crowd takes photos 
INJURY: Injure a player 
HOMEGOAL: Goal for home team 
AWAYGOAL: Goal for away team 

Nightmare Creatures 

Enter one of these codes at the 
main menu: 

EVERYWHERE: Choose any level 
BRONKO: Play as a random monster 
from the game 

NEW 

Odd world: Abe’s Oddysee 

At the title screen, hold shift and use 
the arrow keys: 

DOWN. RIGHT. LEFT. RIGHT. LEFT. 
RIGHT. LEFT. UP: To select any level 
UP. LEFT. RIGHT. LEFT. RIGHT. LEFT. 
RIGHT. DOWN: To view all the 
movie scenes 

Outwars Cheat Codes 

MACLEOD = Immortality 
KEYMASTER = Unlimited jet pack fuel 
DIRTYHARRY = Unlimited ammo 
BUZZ = Glider wings 
PHANTOM = Spy on enemies using the 
F11 and F12 keys 

SNIPSNIP = Change your marine's gender 
THRASHER = Shows all your enemies 
on radar 

WEAPONCAM = Camera follows your 
fired rounds 

JUMPXXX = Jumps to the level name 
inserted for XXX. Working level names 
include Oasis. Anubis. Ragnarok. 
Juggernaut and Dead 
GOHOME = Reset to the start position 
FRAMERATE = Displays frame rate 

NEW 

Rainbow Six 

Press the ['] button and then type in. 
TEAMGOD: Team God mode 
AVATARGOD: Player God mode 
STUMPY: Stumpy mode 
CLODHOPPER: Enlarges player's feet 
and hands 

MEGANOGGIN: Mega head mode 
BIGNOGGIN: Big head mode 
5FINGERDISC0UNT: Refill ammo 
NOBRAINER: Turns Al off 
DEBUGKEYS: Debug keys enabled 
TURNPUNCHKICK: Changes players 
from 3D to 2D 
1-900: Heavy breathing 
EXPLORE: Victory conditions on/off 

Sensible Soccer '98 

Any time you aren't playing an actual 


game, press F9 to enter a screen 
where you can edit the game's 
physics. You can now alter the game 
speed, the amount of ball bounce, 
gravity and even goalkeeper ability. 

StarCraft 

During the game, press Enter and type 
in any of the following: 

I got gas - Gives you 10000 vospene gas 
Show me the money - Gives you 10000 
each gas and ore 

Gimme fuel, gimme gas - gives ore and 
vospene gas 

Operation cwal - Speeds up building 
The gathering - Unlimited mana 
No glues - Stops enemies using magic 
Dig up - Reveals buried Zergs 
Dig dug - Reveals buried Zergs 
Get out of my way - Invulnerability 
Ucia - displays 'Go Bruins!' 

On screen - Reveals map 
Black sheep wall - Reveals map 
Ale - Upgrades all marines 
Coffee - Upgrades all Terran units 
Long live the queen - Upgrades all Zerg units 
It's a bird! A plane! It's dead! - 
Destroys all flying units 
Nuclear winter - Nukes a random location 
Armageddon - Destroys all units 
Fart - Enemy loses all gas 
Pickpocket - Steal half of your 
enemies' resources 
ContactLends - See cloaked units 
Tommyknockers - Summon space 
creatures 

Game over man - You lose the game(!?) 
Power overwhelming - God mode 
Staying alive - Mission doesn't end 
There is no cow level - Completes 
current mission 

Whats mine is mine - Free minerals 
Breathe deep - Free gas 
Something for nothing - All upgrades 
Medieval man - Upgrades units 
Modify the phase variance - Build 
any building 

War ain't what it used to be - No fog 
of war 

Food for thought - Build units with 
no resources 

I smell a rat - Turns off all cheats 

TOCA Touring Car 
Cbampionsbip 

Type in your name as one of the 
following. 

CATLIVES: Nine lives in one 
player mode 

GIMMEALL: All tracks available in 
multiplayer mode 
TANKS4ME: Race in tanks 
WINTERY: Drive around on an ice-like grip 
CMGARAGE: Two new cars 
XBOOSTME: Speeds up game 
CMSTARS: Evening sky 
CMLOGRAV: Low gravity 
CMRAINUP: Rain falls up sky 
CMNOHITS: Drive through other cars 
CMMICRO: Top-down view 
CMMAYHEM: Makes other cars drive 
like maniacs 

CMCATDOG: Literally raining cats and dogs 


CMHANDY: Large hands on in-car view 
CMCOPTER: Helicopter view (One 
player mode only) 

CMFOLLOW: TV camera view (One 
player mode only) 

CMTOON: Cartoon sky 
CMCHUN: Go-kart view 
CMDISCO. Fog 

CMUPSIDE: Upside-down view 

NEIH 

Transport Tycoon 

Build a tunnel from one side of the 
country to another, or as long as 
possible. Hopefully this will cost so 
much money that the money counter 
flips', leaving you feeling very rich. 

Tribal Rage 

Shift+Ctrl+R = Reveals map 
Shift+Ctrl+V= Auto victory 
Shift+CtrHZ = Adds 1000 credit 

MEMf 

Warbammen Dark Omen 

On the main title screen (Save/Load), 
type in FUDGEISLUSH. then type in 
these codes at the troop roster: 

CTRL C 8 G: Add 1000GC to your cash 
CTRL C & T: Take 1000GC from your cash 
CTRL C S E: Increase a unit's 
experience 

CTRL C S U: Make a unit unbreakable 
(It's unclear where this one is done, 
but probably during battle) 

Wreckin’ Crew 

Go to 'Menu', then 'Option', then 
'Cheat' and enter the following. 
GIMMEALL = Gives access to all 
levels and cars 
RESETALL = Resets game 
default settings 
RESETLAP = Resets all lap 
record times 

KEYFOUND = Gives all padlock keys 
RESETFMV = Resets all films 
CINEMAON = Access all films 
RESETKEY = Resets all keys 
KARTSON = Game with karts 
KARTSOFF = Game without karts 

X-COM: Interceptor 

Press control-e first and hear the low 
double beep before typing codes in: 
BATTLECHEAT = Enable in-flight cheats 
CANTTOUCHTHIS = Invincibility 
FILLERUP = Unlimited flight range 
KNOWITALL = All research is yours 
OUlCKBASE = Finishes all bases 
currently under construction 
PAYDAY = Money 

MEW 

You Don’t Know Jack 

During the gibberish questions, type 
F**K YOU (the proper spelling if you 
know it) to receive one of several 
hilarious responses. 
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PlAYSTATION MAGAZINE 
S A FREE PlAYSTATION 
ERY MONTN! 



Ooh, aah. Actual We rate the latest version of Gremlin’s 
soccer blockbuster first! 


PLUS PLAYABLE DEMOS OF: 

ABrS EXODDUS 
IHNOVIE - ASrS ODDYSEE 
DEAD mi ZONE 


Don’t underestimate the power of... 



Q £59.40 including delivery anywhere in the UK or Q £118.80 overseas 

The game I want to receive is: 

(Please make two choices) 

FIRST CHOICE (PLEASE CIRCLE) 

TOHB RAIDER TEKKEN 2 COMMAND & CONQUER GRAND THEFT AUTO 

SECOND CHOICE (PLEASE CIRCLE) 

TOMB RAIDER TEKKEN 2 COMMAND & CONQUER GRAND THEFT AUTO 

Please make your cheques payable to RAPIDE PUBLISHING. 

Send your payment, together with this completed form, to the following address. 


METHOD OF PAYMENT 

□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: [D Visa Q Access 

□ Mastercard 

Card N_o_:_l^piry Date^ 

PLEASE PRINT CLEARLY 

I^E;__ 

A_D_DR_E_S_Sj_ 

PpSJCpDEi_ 

TELEPHpNE:_ 

SIGNEPi_ 

P^:_ 

Please start my subscription with Issue number: 

If you are ordering Grand Theft Auto please tick the consent box below 


SUBS DEPARTMENT. STATION. RAPIDE PUBLISHING. 

1 ROMAN COURT. 48 NEW NORTH ROAD. EXETER. EX4 4EP 















accurate Formula 1 racing simulation 
available. You could take part in a full FI 
season, complete with driver and 
constructor championships. Races 
included practice and qualifying sessions, 
plus the actual race which could be 
anything from five percent distance to a 
full length Grand Prix. Comprehensive 
set-up options allowed for gear ratios, 
brakes and wing, front and rear, to be ^ c 
adjusted to suit each circuit; and 
experienced drivers would have individual 
set-ups saved for each track; 


until Geoff himself surpassed it 
with GP2 some five years later, 
such was its blend of playability, 
realism, excitement and attention 
to detail. ' * 


incredibly addictive once you did. It 
didn’t have the advanced physics 
model of many modern games, but 
you could drive as if you were in a 
real car. The satisfaction to be had 
from putting in a fast lap was 
unsurpassed at the time. When you 
got good it came down to lOOths of a 
second, just like the real thing. 

^ So next time you’re staring in 
awe at the latest PC racing game 
some miracle of 3DFX technology - 
remember the playability, and 
remember the lowly Amiga was 
doing it eight years ago. ■ 


All the teams could be edited, whilst each 
of the 16 tracks featured in the 1991 
championship was accurately 
reproduced in full untextured polygon 
glory. This was before gouraud shading, 
real-time light sourcing or 300 000 
polygons running at 60fps, yet it remains 
- its own sequel apart"- the most 


Murray Walker 

Driving aids such as braking 
assistance, correct racing li'pe 
markers and suggested gears could 
be toggled on or off, and the c=> e=i 
toughest of the five difficulty 
settings was enough to give ,the most 
experienced driver a real race. Yet 
despite being strictly a simulation, it 
wa^‘ easy enough to get into and 
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ASIDE. IT PLAYS AS WELL ALMOST ANY MODERN RACER YOU CARE TO MENTION - AND BETTER THAN MOST A TRULY ENDURING TITLE 


[Retro Look 


This month we give it u]p,|or the fpirst greal driving'^simulatigm^One^ w 
still give the competition a ^n^tAr^heit^mpney today! I I 


Formula 1 Grand Prix 


O rand Prix legends might be 
wowing the office folk at 
present with its dazzling 
graphics and incredibly realistic 
handling, but where were they - or 
you. for that matter - back in 1991? 

Geoff Crammond. I can reveal, 
was beavering away putting the 
finishing touches to an Amiga 
game which was to stand up as a 
landmark by which all others 
would be judged, and it was a long 
time before anything came close. 
In fact. Formula I Grand Prix 
remained in a class of its own 


Formula 1 Grand Prix remained in a 
class of its own untit Geoff himself 
surpassed it with GP2 
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“Total Football enables any player to play in a range of roles, a tactic commonly used throughout Europe 
i.e. Ajax, Barcelona and France in World Cup ‘98” - Matt Mason, Match 

Download our latest playable demo 



WWWANCOXO.UK 

Check out the playable demo on the front cover of this issue. 
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DEMO OF THE MONTH 




Carmageddon 2 : 

Carpocalypse Now 

Publisher: SCI Release; NOVEMBER Comrols: KEYS 


Qc 


Icr s new driving game is sure to cause 
controversy again with its brutal emphasis 
on running over both humans and animals 
to gain credits and time while you race 
around assorted tracks. Playing as Max 
Damage, you must race other drivers in their 
trucks, Porsches and combine harvesters around cities, quarries, airports and 
the like. If pedestrians get in the way, run them over. What sets this game even 
further apart from the competition is the ability to drive off the tracks and 
explore the environments for secret areas and extra power-ups like the 
repulsificator, a huge spring that can be used to catapult your victims far away 
or against brick walls. This game definitely appeals to the sense of humour of 
the UPC writers in the office, and we’re proud to boast that this demo features 
the ULTIMATE PC logo on the side of Max Damage's car. Although this demo is 

strictly the zombie version, with no 
human pedestrians or red blood 

flying around the place, SCI 
are hoping that the 
finished 18-rated 
version will feature all 
the gore you could ever 
hope for. (This zombie 
version will probably be 
the 15-rated version). ■ 






We've got a bumper CD for you this month, with 19 demos crammed on to the 
ULTIMATE CD. Taking pole position is SCI's Carmageddon II with SiN providing 
additional fire power up front. 


SiN 

Publisher: ACTIVISION Release: 


DECEMBER Controls: MOUSE. KEYS 


ihis new first-person 
shooter is taking longer to 
arrive than the completion of 
the Millennium Dome. By all 
accounts, though, it's going 
to be worth the wait. And 
now, for all you lucky readers, we have a great demo to give you a taste of 
what to expect. The game is based around an improved Quake II engine and 
boasts highly impressive 3D graphics that form a very interactive 
environment. You will play on the side of law and order in the near future, as 
the very evil (but very beautiful) Alexis tries to take over the world by 
spreading a new narcotic that mutates people. Where this game will definitely 
differ from Quake II will be in the non-linear thread of the story line, with your 
actions affecting later events and your HQ getting in touch during levels to 
inform you of various events. This playable demo will give you an indication of 
what to expect, with the very big and very tough first level involving a bank 
raid and your attempts to stop it, plus two multiplayer levels (for playing over 
either LAN or Internet), including one taking place on the city's rooftops. ■ 



utilities 

More and more Windows '95 games now require DirectX, which 
is why we’ve stuck a version on the CD for anyone who hasn't 
already got it. 

To install it on to your PC, simply select the DirectX 5 sub¬ 
directory and then follow the on-screen instructions. There - 
couldn't be easier! 


Requirements 

The ULTIMATE CD is optimised for machines with the following 
specifications: P75, Windows '95.16-bit display. 16 MB RAM, 
sound card. 


CD Helpline 

The ULTIMATE CD is thoroughly tested for any faults and is in full 
working order before it is distributed. However, should you have 
any problems of any kind you can ring our special ULTIMATE PC 
helpline between the hours of 3pm and 6pm. 

The number to ring is: 01392 498965 


Disclaimer 

Whilst every care is taken with the testing, production and installation of 
ULTIMATE CD. Rapide Publishing cannot accept any responsibility for loss or 
damage occurring during its use. We strongly advise that you have back-up copies 
of all your important files and applications before installing any new software. 
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infiltrating enemy camps to blow 
up your targets while keeping all 
your commandos alive. However, 
this is definitely more difficult 
than it sounds. Commandos has 
already proved a big success with 
PC owners, and if you haven't yet 
experienced it, now's your chance 
with our great two level demo 
with additional multiplayer level 
for playing over the Internet. ■ 


Commandos 

EIDOS Release: OUT NOW Controls: MOUSE 


his is a great isometrically viewed real¬ 
time strategy game. But before you start 
groaning, this is definitely a more cerebral 
take on the genre. You have to guide your 
team of commandos through various missions 
that involve assassinating particular people or 




Army Men 


Publisher: UBISOFT Release: OUT NOW Controls: MOUSE. KEYS 


_Ihis is another real-time game, but rather than controlling the simulated blood and fury of real-life war, in/Army 

Men your tongue will be firmly in your cheek as you order about your motley collection of plastic soldiers./ArmyMen 
is similar in style to Commandos but with a more action-orientated style of play, and you really need your wits 
about you when guiding your squad of men across the battlefield. This demo features two levels, 
including the introductory Boot Camp training level, showing you all the weapons and vehicles that 
may become available to you, as well as one mission from the game where you have to intercept 
a vital code. Some words of advice: explore the level fully before attacking the enemy base. ■ 



Tom Clancy's Rainbow Six 

'publisher: TAKE 2 INTERACTIVE Release: NOVEMBER Controls: MOUSE. KEYS 

Dhis is a highly impressive strategy game that is mainly played in the first-person perspective. 

Rainbow Six is a new top-secret anti-terrorist organisation that can be called into action anywhere in the 
world. Played mainly in the first-person perspective, this uses impressive 3D graphics to give you, the 
player, a highly realistic depiction of the world around you. This demo allows you to try out the technology 
available to you with a complete level from the game. You must pick your team, equip them, and then design 
the strategy for them to break into an embassy and rescue the hostages from the nasty terrorists. ■ 




SWAT 2 


Publisher: CENDANT Release: OUT NOW 



Controls: MOUSE 


LIhis is yet another real-time strategy game viewed in an isometric viewpoint, 
the difference being that it's based around authentic SWAT tactics and real 
missions. Playing either as a terrorist organisation or the 
SWAT teams themselves, you must try to achieve your 
objectives in each mission. These objectives could either be 
the successful brainwashing of your hostages or the rescue 
of them by your SWAT teams. This demo gives you a taste of 
what to expect, placing you in the shoes of the SWAT teams 
which - once picked and equipped - have to foil a bank raid 
and rescue the hostages trapped inside. ■ 





Urban Assault 


his is an action-packed version of the classic RTS game, Battlezone. In 
Urban Assault, though, you are fighting for the future of mankind across 
Europe and have the ability to jump into and control any of your vehicles at 
any time, which you'll definitely do when the fighting is joined. The control 
method is very simple and allows you to easily manoeuvre your forces and 
implement your strategies. This demo allows you to try the first three 
training missions so that you can get to grips with the controls. K 


Publisher: MICROSOFT Release: OUT NOW Controls: MOUSE. KEYS 
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Motocross Madness 


Ihis arcade-style motorcross game is simple and 
easy to pick up, but damn hard to master. It covers all 
aspects of the motorcross sport and features 
championships, single races, stunt tracks and a huge 
quarry where you have to race around trying to perform as many outlandish stunts as possible. It's fast and 
very fun, and Motocross Madness should appeal to anyone with even an inkling of interest in racing. This 
demo allows you to try your hand at either one of the stunt quarries or a race from the main game. ■ 


Publisher: MICROPROSE Release: OUT NOW Controls: KEYS. JOYPAD 


Speed Busters 

Publisher: UBISOFT Release: NOVEMBER Controls: KEYS. JOYPAD 



Ihis fun racer features all manner of high-speed 
racing around various tracks. Instead of driving 
serious, realistic cars, you have huge 50s-style 
dragsters that zip along at terrific speeds. In the 
finished game there will be the usual features 
for doing up your car and a variety of tracks in 


loads of different environments. 
To spice things up a bit further, 
UbiSoft have included some 
tricky traps and diversions 
around the tracks, including a 
huge mechanical shark that 
drags unsuspecting cars into the 
water. This demo gives you the 
chance to experience Speed 
Busters first-hand, with this 
one track demo. ■ 







'99 


then this demo may not make you want to rush out and 
buy the game. But if you are a fan then you might want 
to try this out. All the expected features are included, 
like.controlling your swing to avoid slicing the ball and 
the need for careful aiming. When playing as Tiger 
himself, try to hit the most powerful tee shot you can 
to hear a great sample. ■ 


Tiger Woods 

SPORTS Release: NOVEMBER Controls: MOUSE. KEYS 

Dhis impressive-looking sim from EA 
has their expected high-profile licence 
and features not only Tiger Woods 

himself, but about ten other assorted 
pros from the American PGA tour. 
If you aren’t a fan of golf sims 


Need For Speed 3 

Publisher: EA Release: NOVEMBER Controls: WHEEL. KEYS 

Dhis arcade racer follows on 
from the previous titles in the 
series, with you racing down 
busy American highways 
avoiding not only oncoming traffic, but the police 
as well. The full game has several race modes, 
including a split-screen racing action and the 
option to drive either as the police or behind the 
wheel of a high-powered sports car where you not 
only have to race other drivers, but also avoid the 
attentions of the police. This demo gives you the 
opportunity to burn rubber in a single race, while 
still avoiding the 'job's worth’ police officers. ■ 





Release: NOVEMBER Controls: JOYSTICK. KEYS. MOUSE 



Dhis sim continues the Lockheed-Martin Fighter 
series and concerns the F-16, a famous American 
fighter-bomber that's so versatile that it is 
constantly used for all manner of different missions, 
and Novalogic aim to reflect this in F-16 Multirole. In 
their quest for authenticity, Novalogic are co¬ 
operating with F-16 developers at the Lockheed 
offices and are working on models for air pressure, 
engine efficiency and fuel flow. This demo gives you 
the chance to make your own mind up about the 
supposed realism Novalogic are aiming for. However, 
be warned: this is a multiplayer demo only. ■ 


The Creed 


Publisher: INSOMNIAC ENTERTAINMENT Release: DECEMBER 
Controls: MOUSE. KEYS 



Dhis is a point and click adventure feature a rather 
busty babe with an attitude. The finished game 
involves attempting various 'missions’ packed to 
the brim with all manner of dark and 
deadly tasks and the need to interact 
with the denizens of the futuristic city 
that serves as the game’s 
backdrop. This demo allows you to 
get a taste of what the game will 
be like and to experience first¬ 
hand the heroine’s pleasant 
demeanour. Just don't pick a 
fight with any of the 
tooled-up policemen 
patrolling the streets. 
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101st Airborne In Normandy 

Publisher: EMPIRE INTERACTIVE Release: OUT NOW Controls.- MOUSE. KEYS 

Dhis new RTS game is one of the most historically accurate going. 

Featuring 82 individual paratroopers, you must select your squad, arm them 
and then drop them behind German lines prior to the D-Day landings. If any 
men survive this, you must then lead them through nine campaigns and 21 

missions and thirteen combat areas. This game is huge, and with the maps based on the actual Normandy 
countryside of 1942, it's also very atmospheric. This demo gives you the chance to lead your men through the 
beginning of the game to give you a taste of the long campaign ahead. ■ 






Magic And Mayhem 

Publisher: VIRGIN Release: NOVEMBER Controls: KEYS. MOUSE 


I his is a fantasy real-time action-strategy adventure. You begin 
as a wizard, with only two spells, and build up a large enough force. After that you can then 
explore the map and defeat the opposing wizard. You also find yourself in possession of the 
Grimoire, a magical tome that is your wizard's handbook and gives you all the information 
you may require. This demo starts you off in the first level and gives you a fairly good 
indication of what to expect from the finished game when it's eventually released. ■ 



Sensible Soccen European Edition 

Publisher: GT INTERACTIVE Release: OUT NOW Controls: KEYS. JOYPAD " 



Uhis short but very sweet demo from the lads at Sensible Software features your 
very own ULTIMATE PC staff playing as Rapid UPC against the mighty Manchester United 
and their vast array of international stars. This is the stuff that dreams are made of, 
and is certainly the closest any of us mere mortals will come to these giants of football. 
This demo sadly only lasts one half of a match or until someone puts the ball into the 
back of the net, but beware of the Sensible guys' sense of humour; every time you start 
a match, Manchester United will be wearing a different strip. ■ 







Ihis RTS game is set in the near future, and 
sees NORAD engaged in a war with the evil WOPR as 
they try to conquer the world. The main emphasis 
here is on using cash to create buildings, troops and 
vehicles, all geared towards taking the fight to the 
enemy. Each of the game's missions has a different 
objective, usually involving the need to capture a 
building or section of the map. Wargames is played 
in different environments around the world, 
featuring realistic weather effects. This demo 
features the first level, where you must destroy 
the enemy base across a river. ■ 


have three options 
regarding how you 
view the match: you 
can have just the 
statistics, 
highlights, or watch 
the entire match. ■ 


Wargames 

Publisher: EA Release: OUT NOW 


Anco Player 
Manager Season 
98-99r 


Publisher: ANCO Release: OUT NOW Controls: MOUSE 


his demo only offers 
the management side of 
affairs, but it should give 
you a pretty good 
indication of the game as 
a whole. The premise of 
this game (if you haven't guessed already) is that of a 
football management game with playable matches. 
There are all the usual features concerning team 
affairs to be found here, like buying and selling players, 
picking the team and selecting tactics. Once match 
day has arrived,-you 


Controls: MOUSE 



IFA-18 Carrier 
Strike Fighter 

Publisher: INTERACTIVE MAGIC Release: OUT NOW 
Controls: JOYSTICK. MOUSE. KEYS 

Uhis is yet another flight sim based around one of 
the American armed forces' aircraft. The main feature 
of this sim is that the fighter is based on aircraft 
carriers, so your skills at taking off and landing on 
moving water-borne carriers will be severely tested. 
Interactive Magic have really come of age of late, with 
a whole batch of impressive flight sims currently in 
the pipeline. This demo will take you right into the 
action and give you the opportunity to take-off and 
fly around, getting a feel for the controls. ■ 
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PSYGNOSIS 


Drakan 


Uhis new action adventure game from Psygnosis will 
have one major difference from others in the genre, being 
as it is about a girl and her dragon. The main thrust of the 
plot concerns this girl’s attempts at saving the world of 
Drakan from the forces of evil that threaten its peaceful 
tranquillity. With a whole world to play in, the game is 
going to be pretty huge, but the most impressive aspect of 
it will be the dragons in the game. All of them are huge 
and gracefully animated as they beat their wings in the 
air. The gameplay will be of the usual hack and slash 
variety, but when you team up with your dragon the game really 
comes alive, with the opportunity to fight other airborne 
dragons or even to fly along the ground killing your foes. At ECTS 
this game was looking rather impressive, and by the time it's 
completed it should be absolutely amazing. Meanwhile, though, 
you’ll just have to wait until it arrives in the office. So, to keep 
your excitement going we have a rolling demo showing just 
how magnificent those dragons are. ■ 


ON YOUR FREE PYSGNOSIS CD 

This month we’ve teamed up with Liverpool-based Psygnosis to 
bring you a CD packed with exclusive and classic demos, including 
UowmAti Haas RAcino and O.D.T. 



Newman Haas 

Radng 

Dihis racing game features almost all the licences from 
the American Indycar championship, with special attention paid 
to Paul Newman’s own team. Although not as in-depth and 
realistic as most other racing sims out these days, it’s certainly good 
enough in the thrills department. There are more crashes and ’incidents’ in 
Newman Haas Racing than in any Formula One sim, and your car can also 
take more damage than those flimsy FI cars in other sims. Although your 
car isn’t indestructible, you can get away with the odd nudge or two as you 
race around the circuits. And because the cars are all of a similar standard in 
terms of power, there is more overtaking on corners and straights when 
you’re in slipstream. In our review in last month’s issue we stated that the 
game is not quite suited to those enthusiasts who want as realistic 
experience as possible with their racing sims. That said, Newman-Haas will 
probably appeal to most other racing fans, with its nice mix of both arcade- 
style racing and gritty realism. This demo offers a short six lap race in 
amateur setting around the Ohio race circuits - a typical mix of the oval and 
street circuits that comprise the other tracks in the game. ■ 



O.D. 

Dhis action-adventure game has a certain onus on action, not adventuring. Set 
in a mysterious tower, O.D.T. features four distinct characters who all have their 
own specialist traits that can affect the gameplay. During the course of the game 
you will be able to develop the characters’ traits to suit your style of playing. If 
you prefer using magic then you can develop your character’s magical skills, but if 
you prefer to stand and fight like a man then you can develop the character’s 
weapon-handling skills. With over 80 separate sections spread over eight levels, 
this game will certainly provide a challenge, and with the latest in motion¬ 
capturing and texture lighting effects, O.D.T. could prove to be pretty hot. 

If this has whet your appetite, then check out this demo on our special 
Psygnosis CD. It contains the game’s first three sections and allows you to try one 
of the four characters out for size. The controls of the character involve using the 
direction keys on the keyboard and Control to fire the weapon. By pressing Return 
you can choose your magical spells and distribute any experience points you pick 
up amongst your vital statistics. ■ 
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Argentum Demos 

Uhese are the first games to appear on Psygnosis' new Argentum 


budget label. Some are new games, some old, but all are up to Psygnosis’ 
usual high standards - and can you believe these are all only £9.99? On 
this month's special Psygnosis demo CD we have demos of a number of 
the first games to be released on this label, and whilst you may 
recognise some from the distant past, all are definitely worth checking 
out. The games include Lemmings Paintball, G-Pollce, Lemmings 3D, 
Destruction Derby 2, Ecstatica, Shadow Master and that classic arcade 
racer. Wipeout 2097. On the CD you will also find several Help documents 
for some of the games listed above. If you want more help with any 
Psygnosis games, call them on 0891 669950 ■ 



Global Domination 

Uhis is a rather intriguing and original title involving all-out global 
nuclear war. The background to the game is very closely related to 
recent world events like the rise in crime in America and Pakistan's 
burgeoning atomic capabilities. Played from one main screen that can 
show you the entire globe, you have to destroy your enemies while 
somehow expanding your territories and keeping your own nuclear 
capabilities at full strength. It's kind of like a 20th Century Risk played 
in 3D, but there's none of that dice rolling or taking turns rubbish here, 
instead it's every man (or country) for themselves in the race for 
digital domination. Although we are hoping to get a preview copy into 
the office soon, this demo not only features excerpts from the game 
but also contains an interview with one of the game’s developers, who 
explains the inspiration for the idea and what Psygnosis are hoping for 
from the finished game. It's looking like it could be quite fun and 
certainly a challenge, but the game’s real strength, much like Risk, will 
be in the multiplayer mode, where each person can take control of a 
country or empire and battle for nuclear supremacy. ■ 



HUNDREDS OF GAMES 





PLAYED IT - NOW WHAT? SWAP ITI WITH GAMESWAP. E 

A fantastic way of accessing literally hundreds of games from members all over the UK 
> mainland and Ireland. ★ Fop each gama wantad, vob m»t swap ona. i>: 

JOIN GAMESWAP NOW, AND YOU CAN SWAP AS MANY TIMES AS YOUJVISHJLL FOR JUST 
£1.85* POSTAGE, FOR EACH GAME THAT YOU WANT. 

'mm We will arrange to swap your games with 
|M|f ^ members, and! If you want that game title back, 
pPw just swap again - it's so easy. 

M. PLUS! Check out our special offers each month on 
^ the latest SOFTWARE and HARDWARE with massive 
savings on retail prices. JOIN NOW! And take 
advantage of these great offers. 

A year's membership costs only £9, so get swapping. 

A ohotocoDV of this ad is accented. We supply 

o nl y t o mo n iliers. but vqp can .Qgdgpas.yjmJain, 

Update/further selections call 01923 337337. 




1. Sony Dual Shock Controller 

£18.99 

B. GranTurismolPS) 

£34.50 

11. Righteous 301112Mb 

£155.99 

11. Final Fantasy VI (PC) 

£28.99 

1 Crciil Breakers (PS) 

£29.99 

7. Heart ol Darkness (PS) 

£29.99 

12. Diamond Monster 30118Mb 

CALL 

17. Incoming (PC) 

£27.99 

IDeadorAlivelPS) 

£29.99 

2t. Totnb Raider H (PS) 

£35.89 

11 Diamond Monster SOB 12Mb 

CAU 

11. UnreiKPC) 

£28.99 

i Deathtrap Dungeon (PS) 

£27.99 

l.)(-C()M; Interceptor (PC) 

£27.99 

14. Matrox G200 8Mb 

£94.99 

11. Star Wars Supremacy (PC) 

£27.99 

& Resident Evil KPS) 

£17.99 

10. Righteous SDH 8Mb 

CALL 

15.CastrolSuperliikes(PC) 

£27.99 

28. X-Files(PC) 

£28.99 


(BLOCK Capitals please) There is no obligation to buy anything, and there is no age restriction. 

Name and Address_ 


Tel No _Postcode _ 

Please 1st up to two games you want to swan and tick the tormatts) 

Please do not send any games as yet. You wlH be informed when to do so. 

Game 1_PSX □ PC □ 

Game 2_PSX □ PC □ 


Please 1st v to two games you IPom m e mh er s and tick tormatfs) 
Remember: You can only swap PC for PC and/or Playstation tor Playstation 


Game 1. 
Game 2. 


_PSX □ PC □ 
_PSX □ PC □ 


PO Box 582, Watford, WDITH 
bnmwlato chaquo doarance TRANSAX 


Free postage in UK only 
on ail non swap items 
(Eire add £3 per item). 


Existing members please enter 


Please enter the code nunter and price 
of ofleiKs) bi the boxes then feisart Itaal 
Totain 


code 


code 


iSLm EMO 

code 


code 



Tow 


... within 3 DAYS ol receipl by recorded delivery end we will swap It tor at 

We reserve the right to relose exchange il the item is not sent back hi perfect condition, or to make an admbi charge (normally 10%, miniraom £5 where necessary). 

'BME PMTACE £3 rat SWAP. (tMT SWAP ITBW) 

Inevitably some products listed may not yet be avaHable and prices may change. Compusolt Systems Ltd., T/A Gameswap, 53 Kings Avenue, Wattord, Herts WD1 7S8 



Sentinel 
Returns 


Dhis revamp of Geoff Crammond’s 8-bit classic has finally made it onto the 
PC. The main thrust of this game is to transport yourself higher than the 
eponymous Sentinel and then absorb him before going onto the next level. If you 
can bear with me I’ll explain the rules. By absorbing trees dotted around the levels 
you can build your energy up, and with this you can then create boulders, followed 
by robots with which you can transport yourself. This is how you move around. 

By putting robots on top of one or more boulders you can raise yourself onto the 
next level up. While doing this, though, you still have to avoid the Sentinel’s gaze, 
otherwise he'll drain your energy before eventually killing you. Using the mouse 
and arrow keys you can look around and choose where you want to build your 
boulders and robots. By pressing the left mouse button you can then absorb 
objects, including the Sentinel himself. This demo will give you a selection of a few 
of the game's very impressive four million levels, and once you get the hang of 
the controls you'll be hooked by the atmospheric John Carpenter soundtrack. ■ 
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We reflect on the biggest 
and best games of 1998 
with our annual awards and 
look forward to what 1999 
has to offer! 


V A V s many of you have already discovered to your own ^ 

KaJI exasperation, the video games industry is not the most ^ 

reliable where game releases are concerned. So many games 

slip beyond their initial release dates that it is now hard to take 

any of them seriously. The situation has got so bad that when a 

new development is announced you can invariably add six months 

on to its supposed release date! Games developers are notorious for missing deadlines, as 

Daikatana and Half-Life prove. This makes it extremely difficult to predict, from month to 

month, what is going to be released. Command S Conquer, which we were assured would be 

a pre-Christmas release, now looks likely to ship early next year. There is still no sign 

of when we can expect to see Half-Life in the shops, whilst Age of Empires II 

has slipped to next Easter! 

Despite the obvious disappointment caused by the delays of these 
games, we still have plenty of exciting new launches to look 
forward to next month. Topping the bill in our special yuletide 
issue (yes, it’s that time again already) will be the full low- 
down on Lara Croft and her latest epic adventure. Tomb 
Raider I and II have both topped the charts, and Eidos will 
be hoping their heroine can repeat the success and 
make it a historic and remarkable hat-trick. 

However, there'll still be plenty of titles trying 
to keep her from that coveted number one 
spot this Christmas, including Activision's 
superior sequel. Heavy Gear 11. Sports fans 
could have an important part to play in the 
shaping of this winter's charts, with 
Michael Owen's WLS '99, FIFA '99 and 
Aetna Soccer 3 renewing their summer 
battle and all vying for the top honours. Abe will 
I be making a return next issue in our exclusive look 
I his new game, joining the 'Exoddus' of reviews we have^^^^H^fef^ v 
lined up for next month's UPC 

Well, that's if they don't slip any 



M|3 

IpIiIUI 

1 il 


Knt 











special 

Reserve 

Live (H) Kttp:// 

specia.t. reserve.co. M-k 


, Join The Club 

£6.99 gets you 10 Magaxines, 3000 (heats, FREE Competitions and a FREE GIFF.' 

Market Leaders. Established 11 Years. Great Web Site. Mail Order plus 
Six Amazing Shops. Brilliant Club Magazine. Huge Discounts. Massive Range. 

Officially Approved. Genuine UK products only. Trial Membership for just 60p. 0% PAY LATER (subject to status). 


CD ROM SOFTWARE 

(18) = Rated 18, state over 18 when you order 

ACTUA SOCCER 3 25.99 

AGE OF EMPIRE 94% .32.99 

AGE OF EMPIRE: RISE OF ROME.22.99 

ALUNDRA .31.99 

APOLLO 18; THE MOON MISSIONS .29.99 

ARMY MEN 85% .29.99 

BATTLETECH: MECH COMMANDER 85% .29.99 

CARMAGEDDON(15)95% .12.99 

CASTROL HONDA SUPERBIKE 85% .27.99 

CHAMPIONSHIP MGR 2 1997/98 90% 17.99 

CIVIL WAR GENERALS 2 80% 12.99 

CIVILISATION 2 ULTIMATE COLL.24.99 


MICROSOFT UTILITIES 

MICROSOFT ENCARTA 99 .39.99 

MICROSOFT OUTWARS.32.99 

MICROSOFT WINDOWS 98 UPGRADE 74.99 


CIVILIZATION 2 + DATA CD .12. 

COLIN McRAE RALLY .24. 

COMMAND & CONQUER .16. 

COMMAND & CONQUER: 

RED ALERT COLLECTORS PACK .32. 

COMMANDO’S: BEHIND ENEMY LINES .28. 

CONFLICT FREESPACE: 

THE GREAT WAR 92% .29. 

CONSTRUCTOR 92% 17. 

CURSE OF MONKEY ISLAND 94% .29. 

DARK EARTH 89% 12. 

DEADLOCK 2: SHRINE WARS 88% 25. 

DEATHTRAP DUNGEON 92% 28. 

DUKE NUCLEAR WINTER (18) 9. 

DUNE 2000 .29. 

F15(E/A)92% .29. 

F22 - TOTAL AIR WAR 95% 29. 

FA PREMIER LEAGUE FOOTBALL MGR.29. 

FINAL FANTASY 7 93% .29. 

FLIGHT SIMULATOR 98 + WORLD OF FLIGHT 37. 

FLIGHT SIMULATOR 98 94% .39. 

FORMULA 1 97 92% .29. 

FORSAKEN 95% .17. 

GALAPAGOS 80% .9. 

GANGSTERS: ORGANISED CRIME .28. 

GLOBAL DOMINATION .29. 

GRAND THEFT AUTO (18) 92% .32. 

GREAT BATTLES OF CAESAR .20. 

HARDBALL 6 29. 

INCOMING 90% 24. 

INDUSTRY GIANT .25. 

INTERNATIONAL CRICKET CAPTAIN.23. 

ISRAELI AIR COMBAT .32. 

JOHNNY HERBERT’S GRAND PRIX .30. 

KNIGHTS & MERCHANTS .29. 

LINKS 99 .28. 

LITTLE BIG ADVENTURE 2 14. 

LONGBOW 2 93%.29. 

Ml TANK PLATOON 2 90% 18. 

MICHAEL OWEN'S WORLD 

LEAGUE SOCCER 99 28. 

MORTAL KOMBAT 4 .26. 

MOTOCROSS MADNESS .29. 


,99 


POLICE QUEST - SWAT 2 83% .29. 

POOL (GREMLIN) .25. 

PREMIER MANAGER 98 15. 

PREMIER MANAGER 99 16. 

PUMA WORLD FOOTBALL 98 16. 

QUAKE 2 97% .26. 

RAC RALLY CHAMPIONSHIP 94% .9. 

RETURN TO.KRONDOR .29. 

RISING LANDS 91% .25. 

RIVERWORLD .28. 

ROAD TO MOSCOW .29. 

RPG ANTHOLOGY .24. 

SENTINEL RETURNS 90% 30. 

SETTLERS 2 GOLD & SEVEN KINGDOMS .19. 

SETTLERS 2 GOLD EDITON .16. 

SETTLERS 3 27. 

SHADOW MASTER .28. 

SIERRA PRO PILOT 99 .26. 

SIERRA SPORTS: PGA GOLF 99 .24. 

SPACE CIRCUS .30. 

STARCRAFT DATA CD: BROOD WAR .17. 

STARCRAFT .28. 

STARSHIP TITANIC 91% .29. 

TAKE NO PRISONERS .10. 

TELLURIAN DEFENCE .32. 

TEST DRIVE 4 89% .16. 

THEME HOSPITAL & SIM CITY 2000 86% ...26. 

THIEF; DARK PROJECT .28. 

TOCA TOURING CARS 86% .21. 

TOCA TOURING CARS 2 .21. 

TOM CLANCY’S RAINBOW SIX .27. 

TOMB RAIDER 95% .14. 

TOMB RAIDER 2 94% 21. 

TOMB RAIDER 3 .28. 

TOP GUN 2: HORNETS NEST .29. 

TOTAL ANNIHILATION DATA CD 87% 19. 

TOTAL ANNIHILATION 94% .19. 

TOTAL SPORTS 91% 19. 

ULTIMATE RACE PRO 92% .14. 

ULTIMATE SOCCER MANAGER 98 24. 

UNREAL DATA CD: TOTALLY 4 REAL .13. 

UNREAL 95% .27. 

URBAN ASSAULT.29. 

USM 98 - UPDATE CD .14. 

USM 98 DOUBLE PACK .22, 

VIVA FOOTBALL .27. 

WARBIRDS .29, 

WARGASM .30. 

WARHEADS .9, 

WORLD CUP 98 91% 19. 

WORLD LEAGUE SOCCER 98 .24, 

WORMS 2 93%.19. 

WRECKINCREW .16. 

X-COM - APOCALYPSE 95% 12. 

X-COM INTERCEPTOR 90% .27. 




BOOKS 


TRY THESE FOR FUN 


AMIGA EMULATOR 98 . 

. ...14.99 

KLIK & PLAY (ALL AGES) . 

.9.99 

SPECTRUM CD 98 EMULATOR . 

. ...17.99 


MOTORHEAD90% .14.99 

MS COMBAT FLIGHT SIMULATOR.34.99 

MS OUTWARS .32.99 

MS REVENGE OF ARCADE .18.99 

MYST (SPECIAL EDITION) .16.99 

NEED FOR SPEED 3: HOT PURSUIT.30.99 

NEWMAN HAAS RACING .29.99 

NHL 99 29.99 

NORTH Vs SOUTH .29.99 

ODT .29.99 

OF LIGHT & DARKNESS .28.99 

PHANTASMAGORIA 2 (18) 80% .14.99 


FINAL FANTASY 7 OFFICIAL GUIDE .13.49 

MICROSOFT WINDOWS 98 FIELD GUIDE ...11.99 
SPECIAL RESERVE BOOK OF 3000 CHEATS .3.99 

PC CONSUMABLES 

PACK OF 10 FORMATTED 2HD 3.5” DISKS ...4.99 
PACK OF 10 VERBATIM CD-RECORDABLE 16.99 
PACK OF 50 VERBATIM CD-RECORDABLE 69.99 
100 MB IOMEGA ZIP DRIVE CARTRIDGE ...10.99 
PACK OF 5 ZIP DRIVE CARTRIDGES .47.99 

BIDIRECTIONAL PARALLEL PRINTER LEAD .7.99 

INK CART BLACK - STYLUS 700/600/500/400 ... 17.99 

INK CART BLACK & COLOUR - STYLUS 300 .19.99 

INK CART COLOUR - STYLUS 6000/800/600/400 18.99 
INK CART BLACK - DESKJET 560C/550C/540 ...21.99 

INK CART BLACK - DESKJET 690C/670C/600 ...21.99 

INK CART COLOUR - DESKJET 690C/670C/600 .. .22.99 

INK CART BLACK - BJC 240/230/210/100 .15.99 

INK CART BLACK - BJC 4650/4550/4300/4200 .8.99 

INK CART COLOUR - CANON BJC 240/210 .17.99 

INK CART COLOUR - BJC 4650/4550/4300/4200 ...14.99 
PRINT HEAD COLOUR - BJC 4650/4550/4300/4100 32.99 
100 SHEETS OF EPSON INKJET PHOTO PAPER .. .9.99 


Console Madness - Compare These Deals! 

Playstation, Two Dual Shock Pads, Premier Mgr 98 & Tekken 3 ... 166.98 SAVE £38 
Nintendo 64, Jy^ Controllers, 1 MB Card & Legend of Zelda. 149.98 SAVE £35 

Massive Range & Huge Discounts on Console & Games 


STOP PRESS 


PC CONTROLLERS 

GRAVIS GAMEPAD PRO ...21.99 
10 programmable buttons with 
built-in two player connector 
MS SIDEWINDER^ 

GAME PAD ...28.99 ( 

8 programmable 
buttons, 8 way hat switch, 
trigger button, throttle wheel 
GRAVIS PRO ...15.99 
Built-in throttle control, 5 
fire buttons, foam padded 

GRAVIS XTERMINATOR 
PROGRAMMABLE GAMEPAD ...29.99 

6 fully programmable buttons, 8 way 
digital directional pad, 8 way view 
switch, 2 digital triggers for instance 
response and built in 2 
player connector 
■ SPECIAL RESERVE 

^ MOUSE FOR PC ...9.99 

2 button 9-pin serial mouse 

ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR 16.99 

Connect of 4 controlllers to PC for multi-player games 

PC HARDWARE 

15” ADI PROVISTA MONITOR .119y99- 

17” ADI PROVISTA MONITOR .199.99 

PIONEER 36X SLOT LOADING CD ROM .. .56.99 
100 MB EXTERNAL IOMEGA ZIP DRIVE ...96.99 
CREATIVE LABS 2X DVD & 20X CD ROM .. .99.99 

CREATIVE LABS DXR-2 DVD CARD .69.99 

HP 81001 INTERNAL CD RE-WRITER .279.99 

4x2x24 drive for use with CD-Recordable 
or Re-Writeable media (see below) 

DIAMOND SUPRAEXPRESS 56K INTERNAL ...49.99 
DIAMOND SUPRAEXPRESS 56K EXTERNAL 74.99 
Modems include 4 months free internet time 
12 MB ORCHID RIGHTEOUS 3D2 VOODOO II 
ACCELERATOR WITH BATTLEZONE, 

INCOMING, G-POLICE & JEDI KNIGHT ...189.99 
4 MB ORCHID RIGHTEOUS 3Dfx 
ACCELERATOR WITH MECHWARRIOR 2, 

SEGA RALLY, SCORCHED PLANET, 

JEDI KNIGHT & MONSTER TRUCKS .79.99 

HAUPPAUGE WIN TV TUNER CARD .68.99 

QUANTUM FIREBALL EL 5.1 GB H/DRIVE 124.99 
QUANTUM FIREBALL EL 10.2 GB H/DRIVE 199.99 
IDE 3-POINT HARD DRIVE RIBBON CABLE ...5.99 

COMPLETE ISA/BNC NETWORK KIT FOR 2 PC’s 34.99 
COMPLETE PCI/UTP NETWORK KIT FOR 2 PC’s 54.99 

EPSON STYLUS 600 PRINTER + SOFTWARE 159.99 
EPSON STYLUS 400 PRINTER + SOFTWARE 124.99 
MUSTEK SCANEXPRESS 6000P 4800 DPi 

COLOUR FLATBED SCANNER .59.99 

MUSTEK SCANEXPRESS 12000P 9600 DPi 
COLOUR FLATBED SCANNER .89.99 

RAM INC 

2 X 8 MB 72 Pin EDO SIMM .23Y^ 

2x16 MB 72 Pin EDO SIMM .34.99 

2 X 32 MB 72 Pin EDO SIMM .59.99 

16 MB 66 Mhz 168 Pin DIMM SDRAM .22.99 

32 MB 66 Mhz 168 Pin DIMM SDRAM .34.99 

64 MB 66 Mhz 168 Pin DIMM SDRAM .59.99 

64 MB 100 Mhz 168 Pin DIMM SDRAM .79.99 

128 MB 100 Mhz 168 Pin DIMM SDRAM ...146.99 
100 Mhz DIMMs will only work with P350 or higher 


STUNNING RAM PRICES 

f Prices include VAT & Carru 

T HOW 
:L0W! 




TOOTING MEMBER WINS £2000 PC + PLAYSTATION + Fl IN OUR FANTASY FI COMPETITION 
TWO MORE LUCKY WINNERS EACH WIN A MAXX P2 300 PC IN OUR ULTIMATE PC COMPETITION 


There has never 
been a range like 


Special Reserve 


Or fax your order on 01279 726842 and we’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

CREDIT CARD ORDERS MUST STRICTLY BE PLACED BY THE CARD-HOLDER GIVING THEIR ADDRESS 
(BLOCK CAPITALS PLEASE) 

Name, Address & Post Code_ 


Phone No_ 


Machine 


CURRENT MEMBERS PLEASE ENTER 
MEMBERSHIP NO OR POST CODE 


£6.99 Annual Membership includes 10 Magazines, Free 
Competitions, 3000 Cheats AND tick a FREE GIFT below if you buy any item as you join. 

We only supply members. There is no obligation to buy anything and you can join at any age. 
Please enter Annual Fee £6.99 (UK), £9.99 (EC) or £12.99 (World) 

OR Trial Membership Fee 60p (One magazine. One order. No gift) 


item 


item 


Deduct any 
£2 Discounts 
. as described 
above* 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


CREDIT CARD 
START DATE_ 


CARD 

ISSUER 


SWITCH 
_ ISSUE NO_ 


New Members - please tick this box if you do 
not wish to receive mail from other companies 


□ 


The credit card given must be registered in your name at the delivery address 
Overseas orders (small items only) must be paid by credit card. Overseas carriage £2.00 per item 

Immediate cheque clearance 

Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM2I 9PH 


Free Gifts 


‘Please tick your choice of gift when you join for a 
year (£6.99) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 



MAXX 3D2 P2 300 

8 GB U-DMA Hard Drive, 

MAXX 3D2 P2 333 

8 GB U-DMA Hard Drive, 

MAXX 3D2 P2 350 

8 GB U-DMA Hard Drive,, 

MAXX 3D2 P2 400 

12 GB U-DMA Hard Drive, 

MAXX 3D2 P2 450 

12 GB U-DMA Hard Drive, 



Shown with 17” Adi Monitor 
option (add £80) and extra 
RWCD Drive (add £279.99). 
Other options available such 
as TV and XS Software. 


^^SiTONLY 


FREE 1 MB MEMORY CARD 
FQR NINTENDQ 64 
QR FREE RUMBLE PACK 
FQR N64. Sends vibrations 
through the controller 
QR FREE MQUSE FQR PC 
2 buttoned mouse 
QR FREE CQMPETITIQN 
PRQ JQYPAD FQR PC 
4 fire buttons & turbotire 
QR FREE YEAR 2000 TEST 
DISK FQR PC 

QR FREE 1 MB MEMQRY CARD 
FQR NINTENDQ 64 
QR FREE RUMBLE PACK FQR N64 
Sends vibrations through the joypad 
QR FREE PREMIERE FQQTBALL. 

Full size. PVC coated football. Includes 
adaptor. Design may vary 
QR FREE 1 MB MEMQRY CARD 
FQR PLAYSTATIQN 
QR FREE 24 CAPACITY CD 
WALLET. Stores CD’s in individual 
compartments 

QR FREE NUGEN JQYPAD 
FQR PLAYSTATIQN 

With turbofire function. 

QR FREE PERSQNAL STEREQ CASSETTE 
PLAYER + HEADPHQNES 
QR EIGHT GAMES FREE QN PC CD RQM. 

Desert Strike, Team Suzuki, Actua Soccer semi-final 
edition, Premier Manager 2, Jungle Strike, Toyota Celica 
I GT Rally, Zool 2 & Normality Inc demo. All games 8 FREE. 

Jj Seven games free for PC CD ROM also available, 
b Offers subject to stock availability. Overseas members add £2 postage 


1 MB I 

i 

f 

^ / 


ll 



OX 


Pay In 9 Monthii 

on any purchases totalling over 


£200 


10% deposit, no more to pay for 9 months and 
no interest, subject to status. You can buy 
anything from our catalogue or shops this 
way, providing your total purchase is over 
£200. 0% APR if the balance is paid 
in full after 9 months or 29.8% 
APR extended loan. 

I See Club Mag for details. 




Special Reserve Big 
Club Discount Shops 

All our shops have PC Upgrade & Repair Facilities. 

£12 to Fit or £30 to Fix or Configure. Prices listed here are 
for mail order but you can buy in store for just a few quid 
more. We'll beat any locally advertised price by a full £2. 

It’S easy to park 


209/213 St Mary’s Lane, UPMINSTER, ESSEX. 
2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. 01708 225544 
43 Broomfield Road, CHELMSFQRD, ESSEX. 
Just around the corner from the 
bus station. 01245 348777 
164 Derby Road, STAPLEFQRD, NOTTINGHAM. 
2 miles from junction 25 of the Ml, near Kwik 
Fit and Pizza Hut. 0115 949 1000 
351 Gloucester Road (A38), BRISTOL. 

1 'P miles from the City Centre and just 
up from Kwik Save. 0117 924 5000 
168 High Street, EGHAM, SURREY. 
Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. 01784 473444 
The Mailings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the Ml 1, over the road from 
the train station. 01279 600399 


Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 30/09/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Maltings. Sawbridgeworth, Herts CM21 9PG. 





















































































































































































































































©1998 SCI (Sales Curve Interactive) Ltd. Engine © 1997 Stainiess Software Ltd. All rights reserved. SCi (Sales Curve Interactive) Ltd is a subsidiary of SCI Entertainment Group PLC. 

SCi, Carmageddon II, Carpocalypse Now are trademarks of SCi (Sales Curve Intpractive) Ltd. E&OE. Head Office: 11, Ivory House, Plantation Wharf, Battersea, London, SW11 3TN, UK. Tel: •*44 (0)171 585 3308, Fax: ^44(0)171 924 3419. 

www.sci.co.uk 
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SUBscribe for FREE GAMES! 


RETURN THIS COUPOK TO: 

ULTIMATE PC SUBS DEPARTMENT 

RAPIDE PUBLISHING 

1 ROMAN COURT 

48 NEW NORTH ROAD 

EXETER 

DEVON 

SUBSCRIPTION OFFER 



SUBscribe for FREE GAMES! 


RETURN THIS COUPON TO= 

ULTIMATE PC SUBS DEPARTMENT 

RAPIDE PUBLISHING 

1 ROMAN COURT 

48 NEW NORTH ROAD 

EXETER 

DEVON 

SUBSCRIPTION OFFER 



SUBscribe for FREE GAMES! 


RETURN THIS COUPON TO= 

ULTIMATE PC SUBS DEPARTMENT 

RAPIDE PUBLISHING 

1 ROMAN COURT 

48 NEW NORTH ROAD 

EXETER 

DEVON 

SUBSCRIPTION OFFER 
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SUBscribe for FREE GAMES! 


Q £44.99 including delivery anywhere in the UK or G £79.99 Europe S Eire 

The game I want to receive is: 

(PLEASE TICK) 

□ CIVILIZATION II □ TEAN APACHE □ PANZER GENERAL II 

□ X-COM APOCALYPSE □ SOLDIERS AT WAR □ WORLD LEAGUE SOCCER ‘98 

If paying by cheque or postal order, please place your payment, together with this com¬ 
pleted form, in a sealed envelope and send it to the address printed overleaf. 

Make your cheques payable to RAPIDE PUBLISHING. 


METHOD OF PAYMENT 

□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: □ Visa □ Access 

□ Mastercard 

CardNp^__ 

PLEASE PRINT CLEARLY 

_ 

ADDRESS: 


SUBS DEPARTMENT, ULTIMATE PC, RAPIDE PUBLISHING, POSTCODE: 

1 ROMAN COURT, 48 NEW NORTH ROAD, EXETER, EX4 4EP TeIepHONE; 


OR CALL THE UPC SUBSCRIPTION HOTLINE: 01392 495155 

Please allow 28 days for delivery 


S1GNED:__PATE:___ 

Please start my subscription with issue number: 


SUBscribe for FREE GAMES! 


G £44.99 including delivery anywhere in the UK or G £79.99 Europe fi Eire 

The game I want to receive Is: 

(PLEASE TICK) 

G CIVILIZATION II G TEAM APACHE G PANZER GENERAL II 

G X-COM APOCALYPSE G SOLDIERS AT WAR G WORLD LEAGUE SOCCER ‘98 

If paying by cheque or postal order, please place your payment, together with this com¬ 
pleted form, in a sealed envelope and send it to the address printed overleaf. 

Make your cheques payable to RAPIDE PUBLISHING. 

SUBS DEPARTMENT, ULTIMATE PC, RAPIDE PUBLISHING, 

1 ROMAN COURT, 48 NEW NORTH ROAD, EXETER, EX4 4EP 

OR CALL THE UPC SUBSCRIPTION HOTLINE: 01392 495155 


METHOD OF PAYMENT 

G Cheque (made payable to Rapide Publishing) 

G Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: G Visa G Access 

G Mastercard 

Card No:__E>q5irY_Q3te;^_ 

PLEASE PRINT aEARLY 

N^E:_ 

ADDRESS: 


PpS^TCp_DE:__ 

TELEPHONE: 


SIGfsO^_ 

Please start my subscription with Issue number: 


Please allow 28 days for delivery 


SUBscribe for FREE GAMES! 


G £44.99 including delivery anywhere in the UK or G £79.99 Europe fi Eire 

The game I want to receive is: 

(PLEASE TICK) 

G CIVILIZATION II G TEAM APACHE G PANZER GENERAL II 

G X-COM APOCALYPSE G SOLDIERS AT WAR G WORLD LEAGUE SOCCER ‘98 

If paying by cheque or postal order, please place your payment, together with this com¬ 
pleted form. In a sealed envelope and send it to the address printed overleaf. 

Make your cheques payable to RAPIDE PUBLISHING. 


METHOD OF PAYMENT 

G Cheque (made payable to Rapide Publishing) 

G Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: G Visa G Access 

G Mastercard 

CardNo^ _E.xRO.Q^te^_ 

PLEASE PRINT CLEARLY 

_ 

addrSs” 


SUBS DEPARTMENT, ULTIMATE PC, RAPIDE PUBLISHING, POSTCODE: 

1 ROMAN COURT, 48 NEW NORTH ROAD, EXETER, EX4 4EP TELEPHONE: 


OR CALL THE UPC SUBSCRIPTION HOTLINE: 01392 495155 

Please allow 28 days for delivery 


SIGN_E_D:___DATE:___ 

Please start my subscription with Issue number: 





























